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The Ultimate Hulti-naqer Conquest Simulation

F
inally, you can conquer your friends in state-of-the-art graphic splendor! Amass armies with your choice of units, then invade! Watch
your back, though - you'll need to divide your forces with care to avoid being conquered yourself!

Global Domination is turn-based and features modem play; a wide variety of historic opponehts from which to choose; random world
generator; large number of units; spies; diplomacy & subversive activists; by far the best graphics and sound ever seen in a conquest
game; and even more fun than Napoleon had at Waterloo!

Take your ego for a rollercoaster ride as you

see your empire rise and fail!

IBM PC VGA Screenshots
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and make your moves!

Take tactical control of a battle in graphically

stunning animated combat!
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Butterfly Bowls. But, with over
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and forests to cross and with
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Unmatched Depth and Authenticity

80 historical misaionB based on actual coni'

bat reports provided by the UDT-SEAL
Museum Association Inc.

Leading Edge Simulation Technology
See tracers and explosions through your

own eyes orseven external views. Hear real

digitized battle soimds.
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The lint Realistic 3'D Battlefield, nun
from hut to but, or hit the dirt and take cover

behind trees and rocks.

You and your team jump out of a Huey and belly through 200 yards oi mud and darkness toward

the village. You signal your team to fan out and take out the guard posts, but yoiu: flanker goes

down—booby trap! Suddenly roimds from on AK-47 shriek overhead and the night is ablaze with

tracers and the shock waves of mortar fire.

Welcome to Forest of Assassins , Vietnam s Mekong Delta. Your worst nightmare come true

Available for IBM® and compatibles.
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Celebrity Design

I
n die July issue of Computer Gaming
World, our staff report on the Computer
Game Developers Conference teed off

on one of my favorite speculative fiction

authors, Harlan Ellison. Harlan gave the

keynote address at the conference and, true

to the tradition of the previous two years,

managed to rattle quite a few cages {not the

least of these, this editor’s). We stand by

our critique, but our boyhood hero and

member of that elite literati informs us that

we (and lots of other banquet attendees)

misunderstood his statement regarding his

contribution to Cyberdreams’ / Have No
Mouth And IMust Scream.

What we understood Harlan to say was

that he spent two concentrated weeks on

the project. What actually transpired,

according to both Ellison and the publisher

of his upcoming computer game, was that

Harlan Ellison collaborated with designer

David Scars for months prior to the con-

centrated two weeks and expects to be

involved for months after period. Aside

from this (after all, we had other axes to

grind with Mr. Ellison’s address), this situa-

tion offers an appropriate venue for reflect-

ing on the celebrity design phenomenon.

As the entertainment software industiy

converges with show business, it will

become more commonl for companies to

recruit celebrity designers. This is not a new
phenomenon. Electronic Arts has recruited

celebrities from Dr. Timothy Leuiy to Dr.

j. and Larry Bird, to its latest celebrity sign-

ings with Shaquil O’Neal. One of

Accolade’s biggest product lines uses the

expertise of golfer Jack Nicklaus, while oth-

ers invoke football coach Mike Ditka,

hockey star Brett Hull, retired soccer lumi-

nary Pole and basketball star Charles

Barkley. Bethesda tapped Wayne Gretzky’s

name for their hockey game, but got the

bulk of their expert advice from other hock-

ey players. Mediagcnic’s old Gamestar
label once sullied Pete Rose’s name (before

Have We Been Misled?
byJohnny L. Wilson

the “Gamblin’ Rose” managed to do so

himself) with a design to which Pete him-

self admitted he had offered little. Tom
Clancy’s contribution to the Red Storm

computer game was certainly mini-

mal, compared to Larry Bond’s contribu-

tion to Harpoon. Some designs, then, have

been very much a team effort between the

celebrities and the programming team, but

some have been little more than celebrity

licenses.

Does a sports celebrity performing for a

videotape or scratching out a few player rat-

ings equal celebrity game design? Does a

story synopsis or backstory constitute a

computer game design? Does the licensing

of one’s characters or fictional world indi-

How will consumers
know if a celebrity actually

contributed to a game’s

design? Does it really make
any difference?

cate that one has designed a game? Would a

film director like Francis Ford Coppola or

James Cameron (who both use lavish

amounts of film) become a game designer

by offering a computer game company the

use of film footage from off the cutting

room floor? What if a film producer offered

a script to a game publisher? Does that

make the producer a celebrity designer?

d'he question is, “How will the con-

sumer know whether his/her beloved
hcro/heroine actually contributed to the

design of a computer game?” Further,

“Does it make any difference?” Right now,

it is impossible for consumers to tell how
much involvement a celebrity actually had

with a game, but we think it does make a

difference. Slapping a celebrity name on a

product does not make that product any

better. Building the model underneath a

program From special insight given by that

celebrity does provide extra value.

It is a three-fold responsibility to assist

the gamer/prospectivc purchaser in know-

ing how real the celebrity involvement with

a game is. First, the consumer needs to

learn to ask. Ask the retailer (who probably

has no way of knowing, but is sure to try to

find out once gamers opt to ask questions

first and maybe purchase the game later).

Write the publisher (once they know con-

sumers really care, they’ll do more to publi-

cize any rtc^z^/z/involvement).

Second, the publisher needs to get the

word out. Electronic Arts did a wonderful

job of communicating Garry Kasparrov’s

involvement with Kasparrov's Gambit by

having Kasparrov himself tell the press and

assembled V.I.P.s what they were trying to

accomplish in the design. Publishers need

to make a special effort to communicate the

contributions of the celebrities involved

with the design. If the publishers collabo-

rating with the celebrities go the extra mile

to communicate what positive involvement

can be, it may point out the failings of

other publishers who are simply and, per-

haps disingenuously, using a name.

Finally, it is the responsibility of the

press to ask the tough questions. We need

to specifically ask what the involvement

with the game has been (and will be) and
we need to publish the results. To be hon-

est, there are times when we are actually

discouraged about the minimal involve-

ment which celebrities have had with a

game which bears their name on the box.

There have been times that we didn’t fully

communicate that disappointment.
Perhaps, we even need to give a few annual

“Name Dropper” awards to the worst
offenders. Whatever the case, we pledge to

focus beyond the starlight to determine
what contribution they really made to the

gaming experience, cgw
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Kilter a world of

mythical creatures,

ma^ie and old legends...

Enter a world tilled

with peril, eonfliet and

uiieertainty...

EM'IJl AKKANIA...

Cut loose in a world of

bla/inti advcntiii'e.

Hiiiuircds of hours of

iianic play, exploring a

vast continent richly

studded with towns, dun-

geons and endless adven-

turing opportunities! Vour

heroic characters must

track down c\ cry lead and

every contact if they are

to succeed in their search

for the renowned

Griniring. the Elade of

Destiny. You'll face many

hazardous journeys by

road and ship as you

explore the fantastic

realms and cities of

Arlcania. Of course, you

will encounter mmierous

foes determined to pre-

vent you from suceceding

in your quest.

G.AME FKATLKES

-More than 70 Towns.

Villages. Dungeons

and Ruins

12 Character Archetypes

7 Positive & 7 Negative

Character Attributes

Over 50 Skills, adjust-

able at the player's

option

12 Magical Realms with

over .SO spells

.\uto-Combat Option

Parties of up to 6

Characters may he Split

and Rcgi'ouped

P.O. BOX 245, OGDEN5BURG, NY 15669 FAX# (315) 393-1525

AVAILABLE FOR:
IBM PC A 1 00% COMPAnSUS (VGA, 640K, 80286 OR BETTER,

MS-DOS 3.x, 5.0 OR 6.0) SOUND SUPPORT FOR: AD-UB, AD-UB GOLD, SOUND BLASTER,
SOUND BLASTER PRO, ROLAND LAPC-1 /MT-32, PRO AUDIO SPECTRUM, THUNDERBOARD,

PC & TANDY INTERNAL SPEAKER AMIGA (1MB REQUIRED)

AVAILABLE AT A SOFTWARE RETAILER NEAR YOU, OR CAUL:

A LAND OF CONVERSATION A LAND OF RICHES

Enter ii whole new

realm of fantasy role-

playing...

Enter a rich and

detailed gaming

system...

One that offers all you

expect, and more, from a

finely woven, carefully

crafted epic adventure.

One that allows you to

choose your level of

involvement in the

“behind the scenes”

detail, ideal for both

novice and experienced

,
players. One that places

you ill the midst of an

explosive era of strife and

turbulence. One providing

a tnie quest to challenge

your imagination, a rich

adventure to involve your .

mind, and careful

balancing and smooth

game play to make sure

your time is spent playing.

PRODUCT FEATURES
• Fully Animated.

Isometric 31) Combat

• Phased-time Game

System

• Town & Dungeon

.\utomapping

• 2 Difficulty Levels

for Novice &
Experienced Players

I

Tme Point & Click

j

Interface

I

• Easy to Use Multiple

Choice Dialogues

i

• Impressive Musical

I

Score & Sound

I

Effects

• Full 3D “First

Person” View of

Towns & Dungeons



Siiciik Pm’iews arv not designed to be reviews. They

are fcaiure articles based on "works in progress " that

C.GW's editors have deemed worthy ofearly coverage.

These articles arc not intended toprovide thefinalword
on a product, since we expect to publish appropriate

review coverage when thegatne is finished.

I
magine...You bad up Flight Simulator 5
on your PC and find your plane where it

always wa.s in Flight Simulator 4, on the

end of the runway at Meigs Field, Chicago.

Only this time it’s a partially cloudy daj', with

wi.spy white pufis drifting across a sole blue

sky. 'i'hc horizon fades into the haze of the

di.stant clouds. 'I'hc Chicago skyline is popu-

lated with detailed buildings,

their shadows stretching across

the ground. Pixelated facsimiles

of instruments no longer fill

your panel; instead, a textured

instrument panel bears digitized

images of authentic instru-

tnenrs.

A Learjet taxis into view, Hash-

ing its beautifully rendered paint

scheme and gradient shading. It

departs quickly as you admire

the sleek details of the craft.

Looking to the right you see the

angled instrument panel, a por-

tion of the right scat, door, win-

dow and its view. Even at this

angle the instruments are still

being updated as the engine instruments in-

dicate that the engine is warmed up and ready

to g(X

After double checking the mixture and con-

stant speed propeller settings, you apply full

throttle. The digitized sounds of the engine

increase in pitch as the nose of the plane starts

to bounce. The plane wants to leave, but you

forgot to release the parking brake. After cor-

recting the oversight, the plane accelerates

down the strip, runway numbers 36 rolling

by. Switching to external view you ogle the

sleek lines and shading of the Cessna R182.

As the gear goes up to the tune of the motors,

you notice the wheels slowly fold back into

the belly of the aircraft. Swinging your exter-

nal view forward of the aircraft and the spin-

ning propeller, you bid adieu to the airport

and climb out over Lake Michigan.

No Longer On The Vaportrail

By the time you read this article, this sce-

nario will be a reality. Over 12,000 hours of

Page 10 Ctunpater Ginning World



development have gone into the creation of

Flight Simulator 5, which demonstrates the

amount of work chat Microsoft and BAO
(The Bruce Artwick Organization, develop-

ers of the product) have committed to this

product. This commitment to leading edge

techniques and features can he easily seen in

the product itself.

The same four aircraft arc available: the

Cessna Skylane RG R182, the Lcarjec 35A,

the Schweizer 2-32 Sailplane, and the Sop-

with Camel. This, however, is where the simi-

larities end. Each of the aircraft are externally

rendered in smooth gradient shades and sleek

shapes, without any indication of quirk)'

polygons.

Each craft has its own digitized instrument

panel, characteristic of its design. I can’t wait

to sit a real pilot behind the instrument pane!

ofthe Learjet to see what the facial expressions

will be! The Learjet panel sim ulates the high-

tech digital equipment of its real life counter-

part. Dual throttles with thrust reversers are

a good indication that this simulator is built

for some serious flying fun. I can finally fly in

to Meigs field like a carrier jock and kick in

the thrust reversers, imagining the grimaces

on the faces of the tower controllers. The
forward view is of the left side of the cockpit

only, with the center windscreen support

brace on the right side of the screen and a

magnetic compass halRvay up the post. A
press of the Tab key will toggle in the engine

instrument gauges over the top of the radio

stack. And as in the real Learjet, the view out

the front windscreen is a lot smaller than the

Cessna due to the height of the instrument

panel.

The flight characteristics of the aircraft have

been greatly improvetl and have become
more realistic, although 1 still seem to have a

problem with recreating a power-on stall into

a spin.

Making a Scene

The scenen' ofFlight Simulator5 is also veiy

impressive. Buildings with unique structures

and windows, alongwith shadow effects, have

been added to the cityscapes. The metropoli-

tan areas truly look expansive with the com-
plexity of streets and buildings. The view of a

city skyline from 10 miles and 15,000 feet is

something that has to be seen to be appreci-

ated. Also, these objects don’t just pop up on
the horizon: they can actually be seen from an

extended distance and grow as you approacli.

Just as in reality, hovvever, the farther away

you are from something, the more it blends

in with its surroundings. This is most evident

when trying to find a small airport on the

outskirts of a metropolitan

area. (Can you say “Are we
lost yet?’’) For tliose long

cross-country flights across

areas that were once void of

any scenery, there are now
“scener)' seeds.” These seeds

will “bloom” into random
scenery objects to always

provide .something to look at

during the flight. It could be

a small town, farm or forest.

But the best parr of the sce-

nic enhancements is the

photo-realistic stulf. Meigs

field in Chicago is actually a

digitized photo of the air-

port. This is the only digit-

ized scenery currently in the package, but

Microsoft has plans to release highly detailed

scenery of New York and Paris with lots of

photo-realistic sccneiy to look at.

And speaking of Paris, both Paris and Mu-
nich have been added to the default scenery

available in the package. The .scenery of Paris

is beautilul and offers the obligatory buzzing

of the Eiffel Tower. Chicago, New York, San

Francisco, Seattle and Los Angeles are also

included with the enhancements.

In addition, the transition between day and

night is nothing short of incredible! When
flying in the evening, night will gradually

creep up as the sky slowly grows darker, the

clouds become pink and then gray, and the

stars slowly come out. It even seems that BAO
has figured out how to have multiple shades

of black for giving a vciy accurate depiction

of night flight. Fhe red glow on the instru-

Si’pivmhev 1993 II



ment panel against the night sky of stars and

city lights below is a sight worth seeing.

Where there used to be some difficulties

flying from Chicago to New York in Flight

Simulation 4, this is now no longer the case.

Instead of the old custom coordinate system,

Flight Simulator 5 now supports a true Lon-

gitude and Latitude coordinate system with a

precision of 170 thousands of an inch. (The

old system is still supported for those that

want to use it.) This also means that the entire

world is now supported for Flight Simulator

5. In fact, when in map view, it is possible to

zoom out so far that you can see the entire

globe of the earth.

How’s The Weather?

The weather system in Flight Simulator 5 \s

a major enhancement to the product. Not
only do the clouds look realistic, but they also

act like real clouds. When you fly through

them, the screen will go from partial obscu-

rity, to full obscurity, back to partial obscu-

rity, and then you’re on top. The view above

the clouds is truly represented. Now you can

have wispy clouds floating under you, block-

ing your view of the

ground down below.

The weather .system

will also allow the crea-

tion of multiple

weather areas. Each

area can have its own
cloud, wind, tempera-

ture and barometric

pressure settings. It is

now possible to depart

in beautiful clear

weather and end up in

a raging thunderstorm

while trying to reach

your destination.

Within each weather

area, multiple wind

and temperature layers

can be created to help simulate the effects of

temperature changes and winds aloft. One
weather area can also be copied into another

weather area and then slightly modified for

simulating gradual weather changes. If you

want a nice thrill, just turn on the thunder-

storms. The sight of the black swirling clouds

will make any pilot’s hands sweat.

Feature Presentations

Flight Simulator 5 now has replaced the

demo recorder with a more functional video

IF YDUR I IDEA DF A GOOD TIME

IS SITTING ALDNE IN THE DARK.

I FIGHTING OFF EVIL FORCES

'TIL THE SUN f: COMES UP

Circle KeaHer Service tt70



recorder for taping and replaying flights. And
for those moments when you forgot to turn

on the camera, but would love to review the

last minute of the flight (before that incred-

ible three bounce landing), an instant replay

feature is available. It even allows a “slow

replay.” For those really special Kodak Mo-
ments, a flight photograph can be taken ofthe

entire screen or of the view screen, and then

saved as a standard PCX graphic file.

Many graphic modes are supported, includ-

ing VGA and SVGA, along with suppott for

multiple brands of sound cards. It seems

Flight Simulator 5 has learned a lot from the

Macintosh vetsion of Flight Simulator since

the use of the mouse is supported for the

menus and for changing settings ofthe instru-

ments on the panel. One can also control

flight with the mouse by toggling the right

button between control mode and standard

mouse pointer mode. The support for

“modes” has been changed to “situations”

which allows for greater descriptive detail

about the situation that is being created or

loaded.

The installation procedure has been auto-

mated (aside from putting in the diskettes),

and with this release requires three 3.5 inch

diskettes. It is recommended that the com-
puter be a 386sx or better. The memory
requirements will actually be less than with

FlightSimulator 4, and Mictosoft says that FS

5 will run fine as a DOS session under Win-
dows.

BAO is also currently working on a new
version ofAircraftandScenoy DesiQioFot use

with FS 5, and a new Air Traffic Control

simulator, which is rumored to support FS 5,

has been demonstrated at a tew of the recent

trade shows.

Overall, this release of Flight Simulator 5

marks another major advancement in flight

simulation technology for microcomputers.

It is quite evident that Microsoft and BAO
have been paying attention to the market-

place and have taken their time to produce a

leading edge product. With this release, I

expect that even the aviation industry will

begin to take notice, cgw

rn

A mouse and keyboard are fine for uckling

spreadsheets, not teeming legions

blood-thirsty marauders. State

of-the-art CyberMan*” puts an unlimited

range of motion within your grasp:

three directions [x, y, and z] and three

rotations [pitch, yaw, and roll].

Just move or twist it any way you i

want to go. Plus it’s the only con-

troller with vibrating feedback that

lets you fee/ the action. CyberMan is

100% compatible with conventional

mouse applications, and comes with 3D game

titles that will pull you into the next dimension in

PC entertainment CyberMan is available now at

your local dealer, or call I-8DD-73Z-Z328.
™ Trademarks belong to their registered owners.
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Putiing ^lladin Danger
Broderbund’s Prince of Persia 2

I
n the middle ot the I8ch Century, there

was a vogue in England for what were then

called "Oriental Tales"--exotic, magical,

adventure-filled yarns about princes ana sor-

cerers, flying carpets and cursed amulets, ge-

nies {then called "geniuses"), eunuchs,

harems and minarets. The rage died down
when the American and French Revolutions

took people’s minds off such fanciful pas-

times, but it lasted long enough to leave

behind a body of literature that has never lost

its appeal or its influence.

It is these Tales, as much as the original

lOOi Arabian Nights, that give us the vocabu-

lary used in stories ranging from the silent

screen version of The l%iefofBagdad x.o last

year’s Afaddui. Few people remember par-

ticular Tales, but everyone knows the charac-

ters and plot devices. As evidence, consider

Prince ofPersia 2.

The original Prince ofPersia had a story, hut

it was all bones, no flesh. An unnamed peas-

antvisiting Persia falls in love with the daugh-

ter of the Sultan, who is being courted in the

Sultan’s absence by his treacherous Grand
Vizier, Jaffir. When Jaffar learns ofour hero’s

interest, he hurls the young man into the

land’s deepest dungeon, from which it is then

the player s job to escape, or die trying.

I'hat’s certainly a good enough narrative to

support a climbing-jumping game, especially

when the game is as good as that one was. Yet,

as story-telling goes, it’s a little thin. When
confronted with the challenge of writing

Prince ofPersia 2, designer Jordan Mechner

decided to craft something meatier. So, he

reached back into our cultural memory and

(probably without realizing it) dug up a plot

rhat derives directly from such Tales as

Hawkesworth’s "Almoran and Hamet" and

Johnson’s "Rasselas."

As the game opens, the princess and her

suitor have been wed, leaving Jaffar to plot

hxj Charles Ardai

revenge. One day, the prince comes to the

palace only to be chased out and forced to flee

for his life. Why? Because through the use of

dark magic, Jaffar has taken on the prince’s

form and given the prince the appearance of

a mad beggar.

Run out of Persia only a few steps ahead of

the guards’ flashing scimitars, the prince is

reduced to a lower state than he had possessed

even at the start of the first game. Stripped of

eveiything—power, physical appearance, his

very identity—the prince has to go on a voy-

age of discovery straight out ofJoseph Camp-
bell.

Unlike the first game, whose story consisted

of a set-up at the start and a denouement at

the end, the stoiy here develops from scene

to scene. After a few levels, we discover that

it is not a random walk that the prince is on.

Rather, it is a return to his birthplace, where

he will uncover secrets about who he is and

gain the abilities he needs to best Jaffar.

This more sophisticated storytelling

doesn’t turn Prince ofPersia 2 imo something

it’s nor, a subtle and mature exploration of

psychological rhemes. It is still a climbing-

jumping game in the Nintendo mold, with

vicious puzzles to solve and endless hordes of

foes to slay. However, the game does take on
a depth and a resonance that its predecessor

did not possess.

Since I called the first game "the Star Wars

of its field" (and have lived to regret it, after

seeing that piddy phrase plastered all over

Broderbund s ads and packaging), what does

that make Prince of Persia 2? At the risk of

getting blurbed again, I would say that Prince

of Persia 2 not only is in every dimension

better than Prince ofPersia, but that it is the

crudest, most infuriating, least merciful—in

short, the best—game of its type 1 have ever

played.

This Time It’s Persian-al

The game is divided into three major

chunks, each of which is further divided into

roughly five levels. Each level consists of a

multi-screen environment with an entrance

and an exit. The player’s goal in each case is

to get the prince past all the obstacles that lie

between the two.

Obstacles range from the obvious (chasms

to be leapt, sword-wielding warriors to be

fought) to the tricky (blades that slash out of

recesses in the wall, spikes that skewer the

player a la Raiders of the Lost Ark) and the

unspeakable (decapitated heads that fly

around and bite the prince to death, animated

skeletons that cannot be killed). What makes

the game so difficult is that these obstacles do

not crop up one at a time, but all at once and

in the worst possible combinations.

For instance, at one point the prince finds

himself on a ledge with a skeleton waiting

below. If the prince climbs down, the skele-

ton will attack, d'his, by itself, is manageable;

Skeletons can usually he disposed of tempo-

rarily by striking them often enough that they

fall to pieces. However, in this case, the player

has a problem: Faking one step back from

where he climhs down will cause the prince

to step on a tile that will shoot a poisoned dart

at him, while two steps back will get him
impaled on a set of spikes. Just to make
matters worse, the ledge is unstable and apt

to collapse on the prince’s head.

The best solution to this puzzle is to avoid

it. 'Fhcrc is another way around which,

though not easy to surv’ivc, at least has the

advantage of being possible to survive. Yet the

game contains many puzzles such as the one

TlTlt; Prince of Per-.i.i 2

PRICE: SG'J.OS

SYSTEM: IBM
REQUIREMENTS: 286- 1 0MH7, 2MB RAM lor sount) efleUs.,

VGA graphics 7MB haid diive space

PROTECTION: Syi»lx)i look op in manual
DESIGNER: Iordan Mechner
PUBLISHER: Bioderbund

Novato, CA
(•;i.S)382-4-llK)

Page 14 Compuler Gaminv Work!



[a(i3!, Y.aii

eiKml

'*' Command y.o.tiP^'^planet's military

conquer a hdstile neiahbourincl!lfflMMfc^
wodjs^tion from

neW*craft, researGji|,afe|^^pq:lb:^^^

set up le progreK

files ralie
I

Random

Impressions Committed to Excellence in Stmtc^Entertmmeat"
Impressions Software, 7 Melrose Drive, Fkiiiingtorij;

Grcle Reader Service 1t6^.



described above, only a few of wiiicb really

are impossible and only a few ofwhich can be

avoided. The solutions sometimes demand
the timing of a master juggler and the hand-

eye coordination of a diamond cutter, but

solutions do exist and, like it or not, the player

has to find them or admit defeat.

The wonder of it all is that one keeps at it,

dying and dying and dying again, until find-

ing the way past each impasse; but the fact is

that one docs. At least a dozen times while

playing the game I threw up my hands and

said "To hell with it!" But always, a few

minutes later, I had rebooted and was at it

again. Prince ofPersia 2 has an appeal that is

absolutely irresistable. Lots of games have

puzzles, but few have puzzles that have been

calculated so carefully to give one the maxi-

mum amount of trouble, puzzles that arc so

ingenious, or puzzles the cracking of which

gives one such satisfaction. Anyone with an

ounce of game-player in his or her soul will

not be able to sleep if it means stranding the

prince on an unfinished level. So, one’s eye-

lids get heavier and one’s reflexes more slug-

gish, but one plows ahead anyway. It’s a

matter of pride.

As Good as It Lucas

Looking at Prince ofPersia2\^\i\\ a critical

eye, it strikes me that my Star comment

was more apt than I realized. At the time, I

only meant that, like Star Wars, Prince of

Persia was mindless entertainment, but

mindless entertainment of a very high order.

In fact, the two have more in common than

that. Whether it is because Mechner and

George Lucas were inspired by the same

sources or because Mechner was inspired by

Lucas, playing Prince ofPersia 2 feels a lot like

playing a George Lucas movie.

There are many obvious parallels: the

prince, a Luke Skywaiker type if there ever

was one, receives pleading distress messages

from his imprisoned princess. The prince

drops into a chamber whose walls close in and

crush him. The prince gets his father’s sword

and uses it to battle the forces of evil. In the

game’s final moments, the prince has to trust

in the magic force he has learned rather than

in his conventional weapons.

1 he debt to Lucas can be seen in the game’s

graphics as well. Visually, the game could be

an Indiana Jones movie: one races across

rooftops in a Middle East city, through

booby-trapped caverns, and around a flame-

red Temple of Doom. One travels by boat,

by flying carpet, and on horseback. The
prince, though young and turban clad, has

something of a Harrison Ford quality to him
as he skids to a stop at the very edge of a

precipice, catches the edge of a pit just barely

too wide to leap across, hangs by his fingertips

over pits of lava, and runs, arms flailing, with

an army of skeletons at his heels. (Players of

the first game will remember its incredibly

detailed, realistic animation. Though less

startling the second time around, it is no less

impressive.)

The game’s combat sequences arc as excit-

ing as anything Lucas ever cooked up, not

only because of the variety of enemies, each

with its own strategies and weaknesses, but

also because of the resounding clangs of clash-

ing steel, the grunts ofwounded combattants,

the invigorating soundtrack in the back-

ground, and the ingenious tactics that are

available to the player. Yes, the player can

thrust and slash and parry his way to success,

but he can also use the game’s deadly devices

and traps to his advantage.

For instance, toward the end of the game
the prince comes face-to-face with a nasty-

looking high priest standing just inches away

from one of those telltale slashes in the wall

that mean a blade is contained within. I im-

mediately thought of the Nazi mechanic

julienned in the plane propeller in Raiders of
the Lost Ark. Sure enough, two thrusts was all

it took to back the goon into the blade. Rest

in pieces.

Good and Evil

It is worth pointing out, in the interest of

giving fair warning to players before they pick

up a game this addictive, that the .same things

that make Prince of Persia 2 so good also

sometimes make it hard to take. Prince of
Persia 2 is a vcty difficult game—which is

fine—but there is merciless and there is mer-

ciless. It’s one thing to have to replay a scene

30 or 40 times until one gets it right. It’s

another thing to have to replay scenes 30 or

40 times even after one has solved them,

simply because of a dubious feature of the

save-game function.

There are lO slots on the save-game menu
and the game allows one to save at any time,

even in mid-battle. This seems veiy generous

until one discovers to one’s horror that when
a saved game is restored, it doesn’t drop one

in mid-battle (or wherever) but at the start of

the level on which the save command was

executed. Some of the larger levels have mid-

level "save points" so that one does not have

to play the entire way through again and

again, but one still has to re-do huge, difficult

chunks of the game long after one is sick of

them.

Other bits ofbusiness also make playing the

game unreasonably difficult, i’or instance,

drawing one’s sword makes the prince take a

step forward, even if he is standing on a

narrow pillar and the step forward will send

him plummeting to his death. It wouldn’t

have hurt the game at all, and would have led

to less tooth-gnashing, if this were not the

case.

Similarly, players learn the hard way to

ignore the instruction manual’s reassuring

advice about running jumps: "Don’t be afraid

of pressing [the ‘8’ key] too early, the Prince

will wait until the last possible moment to

jump." I cannot count the number of times I

died as a result of pressing the "8" key too

early and the Prince s not waiting nearly long

enough to jump.

The time limit that kicks into effect a fifth

of the way through the game ("Waste no

more time! I am dying!") is probably also an

unnecessary annoyance. The prince can die

and be resuscitated an unlimited number of

times, but when the timer runs out, the game
is over. As a result, the player is encouraged

to get through each level as quickly as possi-

ble, often bypa.ssing those sections that don’t

lead directly to the goal but which contain

difficult-to-gct, life-enhancing potions. Un-
fortunately, if one bypasses all those potions,

one reaches the endgame with plenty of time

to spare but too few hitpoints to battle Jaffar.

So, it’s back to the beginning.

Other than that complaint, however. Prince

of Persia 2 merits nothing but .salaam after

salaam. Players looking for a visceral, action-

oriented, Indiana Jones-type experience will

find it in Prince ofPersia 2. It is a virtuoso

performance by Mechner, one of the field’s

most devious puzzle constructors, and it

should provide the field’s best gamers a

chance for some virtuoso performances of

their own. cgw
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CGW Quests For The Best

At The Summer Consumer Electronics Show

L
ast month’s CHS Report on the latest

trends in game design offered a run-

down of CRPGs and wargames to be

released in upcoming montlis. This month’s

report focuses on a genre-by-genre rundown
lor action, adventure, simulation, sports and

strategy.

Gateway To Adventure

Sierra has always been a leader in the adven-

ture game categor)' and they are introducing

a Fall lineup rhar seems sure to build on that

image. In addition to Gabriel Knight: Sins of

the Father, the psycho-horror suspense adven-

ture described in the last report, the company
will offer a King's Quest VI-CD, Goblins

some new twists on old success with Police

Quest /Kand Leisure Suit Lany 6.

Goblins 3 allows gamers to develop one's

character and undergo a transformation.

Plus, for those true addicts, it has a clock

feature to indicate how long the gamer has

actually played the ganie. Expect some brag-

ging on the networks about how fast the

experts solved the puzzles.

Police Quest IVwas written by controversial

Leisure Suit Larry 6

ex-Los Angeles Police Chief' Dar)'l Gates and

developed by television producer Tammy
Dargan. Tammy comes from a solid film

commercial background and has produced

segments for the tabloid television series,

America’s Most Wanted. So, in addition to the

gritty, realistic storyline, the graphics team

was able to use a Kodak DCS 200ci Digital

Camera to shoot most of the background

scenes. With locations selected by Gates and

camera angles selected by Dargan, the photo-

realistic lool< is most distinctive.

Leisure Suit Lany 6, which will probably be

shipped as a CD-only product, builds upoii

its predecessors with a new artistic touch. Not
only does it use a “talker technolog)'” from

Bright Star (Sierra’s wholly-owned subsidi-

ary) that goes a long way toward synchroniz-

ing digitized speech and animation, but it also

incorporates some not-so subtle visual puns

to go with the expected verbal ones.

LucasArts also continues to be prolific in

the publication of graphic adventure games.

In addition to Sam O'Max Hit The Road, the

zany adventure discussed in last issue’s sneak

preview, the publisher plans to marker The
Dig and Day of the Tentacle. The Dig is a

collaboration benveen adventure game de-

sign veteran Brian Moriarty {Trinity, Looni)

and filmmaker extraordinaire Steven Spiel-

berg. Originally based on a script from Amaz-
ingStories (the television scries) that was never

actually produced, the game features a team

of space explorers who are stranded on a

hostile planet and must excavate the ruins of

a lost civilization for the key that allows them

to return home.

Day ofthe Tentacleh, as noted in previous

CCVFarticles, essentially Maniac Mansion //.

The big difference is that this time-travel

comedy adventure was conceived as a car-

toon-like adventure and “directed” in the

sr)'lc of the classic Warner Bros, animation

director Chuck Jones. The fast-moving ani-

mation cuts are delightful, and cartoon fans

cveiywhere should recognize the style.

Legend is another house that adventure

built. In addition to Companions ofXanth, the

Piers Anthony license sneak previewed in the

July issue, and Gateway 11: Homcworld, the

sequel to their original game based on
Frederick Pohl’s Heechee .saga, they have

started work on Steve Meretzky’s latest pro-

ject. Rather than doing another Spellcasting

immediately, Steve will be creating a game
about a league of superheroes in Newjcrsey.

The Dig

Citizens of the Garden State will want to

batten down the hatches for a plethora of

toxic waste jokes and get ready for some of the

weirdest heroes yet. The League ofSuperheroes

of Hoboken is expected for early 1994, and

even the design document is hilarious rcad-

ing.

Interplay continues to scatch for the final

frontier with its Star Trek adventure series,

d'his year will see the introduction of Star

Trek: Judgment Rites, an adventure that is

almost twice as big as the anniversary game,

Pem- /<S Ciiinmiter Cciiiiiiie World
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Star Trek: luclgmenl Rites

has an overall story (as well as individual

episodes), and features several familiar char-

acters from the television series. Further,

gamers can now assign Scotty, Uhura, Chek-

hov and Sulu to the landing party. Finally,

gamers can choose between three levels of

difFiculty in the adventure.

MicroProse is putting the finishing touches

on two graphic adventures which build on the

Rex Nebular engine. Both games feature a

scoring system, but the player must ask for the

score since the design teams feel that “scor-

ing” tends to hinder suspension of disbelief.

One game which uses the engine is Dragon-

sphere, a fantasy adventure where the gamer

must progress through several different com-

munities (shapeshifters, nomads, faeries,

etc.), all graphically distinct, in order to solve

the major quest. The ba.se story is that an evil

sorcerer has been entrapped in a sphere that

is now cracking. Naturally, the player wants

to ensure that the Ultimate Bad Guy stays

trapped. The good news is that the story is not

as obvious as it sounds and that even the game

utilities have been worked into the stoiy as

logical adjuncts to the game world.

The Return ofthe Phantom is the other game

which uses the Rex Nebularzn°\nQ.. Using the

mythos behind the original novel, the gamer

has to solve a mystery which occurs after the

events in the novel. Return is one of several

adventures for 1993 which will use a time-

travel theme.

For example, Electronic Arts’ next foray

into the graphic adventure genre will be The

Labyrinth. Not only docs tne adventure in-

volve time-travel, but it appears to be just

convoluted enough that gamers will be

thankful for the comprehensive auto-map-

ping utility.

Another time-travel adventure set for Fall

release is Kronolog: The Nazi Paradox from

Merit Software. As described in the Winter

CES Report, Kronolog\nvo\\es reversing liis-

tory in order to undo an alternate future

where the Nazis won World War II. The
adventure features a point and click interface

and digitized character dialogue.

Pop Rocket’s Mac CD-ROM game, Total

Distortion, is an adventure game based on

traveling through various dimensions and re-

cording one’s experiences as music videos.

Naturally, the higher the ratings, the higher

one scores. Not only arc the encounters in this

amc truly bent, but the special effects are

izarre.

Broderbund is also venturing into the ad-

venture gaming marketplace. Myst is a CD-
ROM adventure from Rand and Robin

Miller (of Manhole hvnh). The adventure has

even more exploratory qualities than the av-

erage game, but there are interesting puzzles

and an actual story to tic them together. The

graphics, which use full ray-tracing in all lo-

cations, are extremely impressive. Further,

the diflbrent musical themes are incredibly

effective in setting the atmosphere for various

scenes, as well as helping gamers determine

where each area fits in the plot line. Two
brothers try to influence the gamer into doing

their bidding and thus hangs the balance.

The house that licenses built. Capstone, has

a few more adventure game licenses up its

sleeves. Wayne’s World uses a point and click

interface to allow the gamer to rescue the

lovely Cassandra from the hands of DRAG
(Decency Referendum Against Crossness)

and earn the $50,000 necessary to save their

TV show. Speaking ofTV, the publisher also

has a Beverly Hillbillies graphic adventure on

tap, as well as a Homey the Clown action/ad-

venture.

As for European products, Psygnosis is de-

veloping a graphic adventure that is not an

action/adventure in their typical style. In-

stead, Innocent Until Caught is heavy on char-

acter interaction and puzzle-solving. It also

features the kind of humor that is sure to be

appreciated by anyone who has ever dealt

with the 1 RS. Fortunately, this game is fiction

and the story involves the /»rmre///r/' Revenue

Service.

As previewed in the February issue of CCW,
Activision’s Return toZorkwsts real actors/ac-

tresses to try to bring back the magic of

Infocom’s Great Underground Empire. Ac-

tivision is also serving up a European import

called Simon the Sorcerer that has something

of the look and humor of a Monkey Islaim

game.

Finally, a nod to the youngsters is due.

Humongous Entertainment splashed onto

the scene with a big hit in Putt-PuttJoins the

Parade. Now, Ron Gilbert and Shelley Day

are releasing a new junior adventure. Fatty

Bear’s Birthday Surprise allows the gamer to

help an animated teddy bear cater a surprise

Dragonsphere

birthday parry for his cute little owner, Kayla.

Humongous also plans a Fall sequel where

Putt-Putt Goes to the Moon after a freak fire-

works accident.

Clearing For Action

Naturally, the success of last year’s Wolfen-

stein 3-D has spawned its imitators in the

action category. Beyond Id Software’s own

successor to the action game crown. Doom,

two other games caught our attention as pos-

sible competitors. Bethesda Softworks’ Ter-

minator: Rampage looks a lot like Doom in

terms of the 3-D play environment, but it

builds on the Terminator universe. Isle ofthe

Dead^tom Merit Software isn’t as impressive

graphically, but it makes up for the lack with

enthusiasm, gore and the spicy addition of a

little gratuitous T6cA. We see it as “Total

Recall meets The Zombies” with an art style

that looks like MAD magazine artist Don
Martin meets the EC Horror Comics that

preceded MAD.

Terminator: Rampage

Another 3-D action game is LucasArts’ Re-

belAssault on IBM CD-ROM, Sega-CD and

CD-I. All ofthe environments through which

the players navigate their vessels are rendered

in 3-D perspective. The asteroids are particu-

larly impressive.

Cyberdreams showed some of its 3-D ac-

tion game, CyberRace. CyberRace is Syd

Mead’s futuristic game of hovercraft racing

and it looks like Comanche OverkillWnh dif-

ferent vehicles. Meanwhile, Bethesda Soft-

works unveiled Delta-V, a cyber race game

where players fly their vessels through tunnels

and vortices.

Another action game trend is the redesign

of classic arcade games to run under Microsoft

Windows. Naturally, one such product is go-

ing to be published by Microsoft itself (alleg-

edly to prove to developers that it can be

done). The MicrosoftArcade Pakfor Windows

will feature five classic Atari coin-op games,

including: Asteroids, BattleZone, Centipede,

Missile Command Tempest. Several of the

games are adjustable for speed and difficulty,

using familiar Windoivs sliders. Further, the

team was so determined to have the games

look and sound like the coin-op versions that

they video-taped the coin-op machines and

bit-mapped the graphics frame-by-frame in

order to get identical graphics. Then, they
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u
digitized the sound effects directly from the

coin-op machines.

Another product which proves chat Win-

dows is a condticive environment for arcade

action is from a new Davidson affiliate, 3DL
Their new product, Earth Invasion, is an ar-

cade package of new games reminiscent of

Defender, Star Raiders ssnd Space Invaders. All

of the games feature 256-coiors, midi-sound

and 3-D Studio-szyla rendering ofspace ships,

where appropriate. Tlie games are further

enhanced with lots of peripheral animation.

Another sign chat action classics are making

a definite comeback, albeit in rejuvenated and

enhanced form, is the fact that Jon Freeman

and Anne Westfall arc revamping their origi-

nal EA hit Arcbon as SSI’s new Archon Ultra.

The game still begins on a strategic board

where gamers cry to capture all the enemy

pieces (Chess without the Checkmate) or oc-

cupy all five “power points.” Then, as action

occurs, players engage in a fiisc-paced arcade

sequence. The game allows one or two players

and features 3-D monsters (pieces) in 256-

color VGA.

Gamers who remember GauntletvjiW prob-

ably enjoy QQP’s Red Ojstal, an action/ad-

venture for one or tsvo players in cooperative

or competitive mode. Players view the action

in side-by-side windows, and the on-screen

characters have attributes that range from 1-6

points. 'I'he company assures us that the game

will feature modem play.

Another classic style of action game that is

making a comeback is the pinball game.

Amtex, makers of Tristan, has signed a distri-

ls!e of Dead

bution agreement with Broderbund Soft-

ware and plans to release two new pinball

titles in their line. One title is a licensed

version of Bally’s Eight Ball Deluxe and the

other is a licensed version of Williams’ hun-

House. Meanwhile, Dynaniix has taken a dif-

ferent approach by putting eight different

pinball games in the same product, each built

around the theme from a Sierra or Dynambt

game. Take A Break! Pinball is the name of

their Windows-\)tisc<\ pinball package.

Accolade has licensed one of the most wcll-

Icnown japanimation characters in the U.S.,

Speed Racer, for their new action game

—

Speed Racer in The Challenge ofRacer X. '1 he

game is basically a racing game with gadgets.

As Speed Racer or Racer X, the gamer tries to

Take a Break! Pinball

foil the cast of villainous slime (Captain Ter-

ror, Snake Oiler and the Gang of Assassins)

and win the race as Trixie, Spridle, Pops and

Racer X cheer or offer warnings in animated

sequences using digitized voice.

Psygnosis is revamping their Amiga game,

Walker (in which the gamer operates a fight-

ing machine that looks vaguely like an Impe-

rial Walker and shoots little humanoids) and

is cal I i ng i t ABS: AdvancedBattle Systetns. The
game is being developed by the same people

who gave us Lemmings, but you wouldn’t

recognize this one as being “cute.” Psygnosis

is also planning to release action games based

on LastAction Hero and Clifltangcr.

Command Adventures Starship is Merit

Software’s entr)' into the 3-D Studio-svf\e.

ship-to-ship combat genre that also features

some nice landscapes reminiscent of Vistapro.

It is a multiplayer game (on the same com-

puter or network) that looks like Star Control

y/when one is in space and Z)//;/c//when one

is battling on land.

In a similar vein, Gametek’s Ashes ofEmpire

combines strategic elements in post-commu-

nist liurope/Asia to set up some aerial combat

missions. The designers claim that there are

over 6,000 individual characters, 9,000 loca-

tions and 2.8 million square miles in the

game’s universe. The game features action,

strategy and exploratoiy elements.

Sequels on the action front include: Inca 2,

an import for Sierra that builds on their

previous action/adventure where Erich von

Daniken’s Chariots ofthe Gods is more truth

than fiction. Sierra also plans to publish a CD
version of the original Inca. Origin’s Wing

Commander Academy is a mission builder

with new ships. In addition to the new vehi-

cles, it allows players to save up to eight

missions for future play. Finally, Psygnosis

plans to release another Lemmings Holiday

Version disk to make us all go crazy at Christ-

mas time.

Sports Smart

Three new hockey games are expected to

debut between now and next year’s Summer
Consumer Electronics Show. One product is

not yet announced and was not shown at the

show. The other two were from Accolade and

EA, respectively. Accolade was showing the

Sega Genesis and SNES versions of Brett Hull

Although the IBM version won’tship

until 1994, the video game versions featured

the dulcet digitized tones of sports commen-
tator A1 Michaels and digitized images of

Brett Hull. Like other competitors, it will

feature names, likenesses and statistics of ac-

tual major league players.

Electronic Arts will counter with an IBM
version of NHLPA Hockey. This excellent

Sega Genesis product is an action gamer’s

dream. If current plans do nor change, the

IBM version should feature the capacity to

print statistics and create leagues.

Football will also be a veiy competitive

genre in the upcoming six-to-rwclvc months.

Accolade will release an upgraded version of

Mike Ditka Ultimate Football II. I n addition

to 256-color SVGA graphics and digitized

commentary from Al Michaels, the new ver-

sion will allow gamers to edit team logos,

playbooks and uniforms. The new game will

also allow league play.

Not to be outdone, Dynamix unveiled

Front Page Sports: Football Pro. Not only does

this game feature new animation, but it in-

cludes real NFL players and stats, user-created

coaching profiles and customized team col-

ors. Now, substitutions are handled easier

and game plans can include 140 plays per

game.

Merit Software is also upping the ante on

their football game. The Deluxe Edition Tom
I.andty Strategy FootbalHesstutcs. an enhanced

league editor (allowing gamers to select col-

lege, as well as NFL, rules and change team

uniforms, player’s names, etc.). It also adds

more input from Landry himself, new forma-

tions and a season play option. An upgrade

will be available to current Landiy owners at

$19.95 and the new game will sell for $49.95.

Finally, MicroProse will enter the stadium

with NFL Coach’s Challenge Football. With

the default playbook based on an actual NFL
coach’s plays and a powerful editor for creat-

ing one’s own plays, this action/strategy game

is loaded with features. We like the capacity

for customizing coaches by using eight differ-

ent characteristics and the AI’s ability to ad-

just to the human coach’s tendencies.

Other sports games announced or shown in

vciy early form include: Accolade’s Pele Soc-

cer, Bethesda’s NCAA Road to the Final Four

II, and Dynamix’s Front Page Sports: Baseball.
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Beyond fantasy. Beyond legends.

If you’ve been looking for the mother of all

fantasy role-playing games, we know where
you can find it.

Online, in GemStone
This is no kill-lhe-dragon-thank-you-very-

much computer game. And it goes far beyond
any of the other so-called legends in the online

arena.

Here in GemStone III, you’re joining real

people, in real lime for your online quests.

Some of the best role players and game masters
in the counti-y — all meeting together in a

vast and constantly evolving world, rich

with fascinating characters and
demanding adventures. It's a place you
can play forever.

GemStone ITT makes eveiy other fantasy

game history. And your friends are

already here. So sign onto GEnie'*^ today,

and welcome home to GemStone III.

GcinSlone 111 is a irailcniiirk of Siniuironics Corp,
Shallow World is a rcgistcivii imdemark of Iron Crown Enlorprisc^
GHiiic is a rogislcrccl Ir.icloniai k of General lilociric Company.
Oplioiial graphic front-eiiil program availahle for 113M PC only.

Sign up now:
1 . Set communication software for 8 1 N or 7 IE
half duplex (local echo) at 300, 1 200 or 2400
baud. 4. Dial toll free: 1-800-638-8369.

Immediately upon connection, enter HHH
At Uic prompt, enterXTX99224, FANTASY

then press RETURN 4 . Have a major credit

card ready. In the U.S., you may use your
checking account number. (There is a $2 month-
ly fee for all checking accounts.) For more
infomialion in the U.S. or Canada,
call 1-800-638-9636.

-
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GemStone III'

Shadow World®
on

GEnie*
multi-player games

:bimuTRonicb
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The Sim-Fast “Fly It” Plan

Though MicroProse may get stiffcompeti-

tion for their World 0‘m«>racing game when

Papyrus’ Indy Car Racing\\\x.s the shelves, the

company expects to do well in the field it has

traditionally led with its new F-14 Defender

simulation. This flight sim will feature car-

rier-based missions with an emphasis on air

tactics with visual ID. Since P-Ms do not rely

on fly-by-wire technology, there will be more

ofa feeling of actually flying within the game.

Plus, they plan to make things a little tougher

with realistic aspects like mid-air refueling

and a cockpit which, like the airplane’s cock-

pit itself, is not exactly user friendly. Graphi-

cally, the night view with the backlit display

is impressive, and gamers who like realism

will be delighted with the full carrier model

(where lots ofcomputer-controlled planes are

MiG-29 Fulcrum

keeping realistic schedules, complete with

tankers, CAP, and other sorties).

Origin is also working the carrier mode
with its upcoming Pacific Strike. Essentially

Strike Commander in the Pacific, the game

will feature 20 different aircraft and six car-

rier-based missions. Non-humanitarians can

even strafe the life boats as they leave sinking

ships.

Spectrum HoloByte plans to enlarge the

scope of their flagship flight simulator with a

MiG-29 Fulcrum add-on disk to Falcon 3.0

and a European import (from Digital Illu-

sions, developers of F-l6 Combat Pilot for

EA) called Tornado. Not only does the latter

product feature an incredibly large and de-

tailed map, but it features some incredible

mission-planning features, scenarios and,

possibilities for head-to-head play.

Obviously, another fertile area for simula-

tions is the arena of far-future warfare. Lu-

casArts plans to expand their Star Wars

universe of titles with an X- Wing Tour ofDuly

expansion disk and a product where one can

against x\\e Rebel Alliance, TIE Fighter.

Meanwhile, Activision is proving chat the

company is back with, literally, a vengeance,

‘fheir Mcchiuamor II comes complete with

head-to-head capability and uses ThrustMas-

ter peripherals so well that it is possible for a

gamer with enough joysticks and a footpedal

unit to get the BattleTech Gv/rer feeling when

Mechwarrior (I

playing by modem. The graphics feature tex-

ture-mapped overlays and the designers are

thinking of unique ways for gamers to be able

to customize their own ’mechs, as per the pen

and paper game rules and the paint schemes

of the BattleTech universe. Since Dynamix

plans to unveil a gigantic robot game in the

first quarter of ’94 and they did the 3-D

engine for the original Mechwarrior, it will be

interesting to see how gamers react to both

products. Right now, both look very differ-

ent.

As noted last issue, submarine simulations

will play an important role in the simulation

line-up for Fall. In addition to Grant Wolfe

from Dynamix (with its unbelievable wave

modeling and the opportunity to command
a realistic German U-boat) and EA’s Seaiuolf

HAVE YOU EVER WONDERED
WHY THOSE OTHER "SIMULATIONS"

ARE SO UNREAL?
PERHAPS. WHILE DOING MORE

PICTURES.
THEY FORGOT ABOUT

RESEARCH. TESTING. DESIGN.

WE DIDN'T.

SIMULATIONS CANADA...
FOR SERIOUS WARGAMING

LAND COMBAT:
•New‘*‘MAIN BATTLE TANK: MIDDLE EAST, Modern Tacileal

Armoured Combal.
"»Ncw*"BATTLE TANK: KURSK TO BERLIN, Taciical Armour In The

Easi,

MBT: NORTH GERMANY, Modern Taciical A rmourad Combal .

BT: BARBAROSSA TO ST ALINGR A D. Taciical Armour In The East.

MBT: CENTRAL GERMANY, Modern Taciical Armoured Combai .

ROMMEL AT EL ALAMEIN, Baitles For Egypi, I July lo 6 November. 1942.

MOSCOW CAMPAIGN. Typhoon & While Siorm, Aug 1941 lo Feb 1942.

TO THE RHINE, The Allied Advance In The Wesi, 29 Aug lo 1 1 Dec, 194<1.

ROMMEL AT GAZALA, Batilas For Tobruk. 26 May lo 27 June i9H2.

STALINGRAD CAMPAIGN, The Turning Polni In Russia, Jun I9'12 - Fab 1 943.

KURSK CAMPAIGN. Oparailon Zitadalle, Summer 19^3.

OPERATION OVERLORD. The Invasion Ol Europe. 6 June • 28 August. I9‘^2.

GOLAN FRONT, The 1973 Arab/lsraeli War In The Nonh.

FALL GELB. The Fall Of France. Spring 1940.

ORDERING INFORMATION, PLEASE READ CAREFULLY: All games are

JSO.OOcach lor Americans, S80.00 each for Canadians (GST includedl. and

$65.00 each lor purchasers ooislde North America. We will loi cheques clear

bolore Shipping (6 weeks!)
,
so. money orders are prolorrad. PLEA^be sure

lo tell us which computer you own. “Purchasers (rom outside ol Canada
should send payment in U.S. lunds.** Nova Scotia resldenis must add an extra

10% of the total (or Provincial lax.

SIMULATIONS CANADA. P.O. Bon 452. Bridgewater, NS, Canada. B4V 2X6.
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Not Just Another Roll Of The Dice

HYPER-BACKGAMMON"'
is an exciting, new, fast-paced, CD-ROM
game. But, unlike any other games on the

market. HYPER-BACKGAMMON”'
was prognmuned to calculate over 32

million different playing scenarios and

is accurate to ±1%. So he forewarned,

your opponent is a formidable expert!

HYPER-BACKGAMMON*" uses fewer playing

pieces than original backgammon, which makes the game

faster, more exciting, and much more fun. You can easily master

the basic offensive and defensive strategies, and soon you’ll be vesting

your gambling instincts with the doubling cube! So, don’t be surprised

#
if you find it impossible to stop playing. But remember, in the

lightning-fast world of HYPER-BACKGAMMON^", your

fortunes may rise or fall with just one roll of the dice!

Available at CompUSA and your local software store, or call 1-310-659-6707.

System IWquitemcnts: •PC or PS/Zm 5 the 150-9660
and siiftwarc,

available, ‘IX^S

s,.fAnc7rci.i>oc.

-
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Close encounters niply.
For the cold reaches of space, there’s an

awful lot of chummy people here.

That’s because Federation II isn’t one of
those shoot-the-ship computer games. This is

a universe full of people. Real people, online,

working with other real people in real time:
busily building their fortunes, planets. ..nay,

empires. And they’d love to throw some work
your way .so you can do the same.
Of course, there’s a lot of bargaining, buying

and bulling that goes into it. We’re social creatures,

after all.

But if you’re one of those special individuals

who understands that creating an empire is ever
so much more interesting than destroying aliens,

maybe you can thrive in our space.

There’s only one way to find out. Sign up
and meet us in Federation II — available
only on GEnie®.

Sign up now:
1 . Set communication software for 8 1 N orVlE
half duplex (kx;al echo) at 300, 1200 or 2400
baud. 2. Dial toll free: I -800-638-8369.
Immediately upon connection, enter HHH
3. At the U#=prompt,enter XTX99225, NIGHTLY
then press RETURN 4 . Have a major credit

card ready. In the U.S., you may use your
checking account number. (There is a $2
monthly fee lor all checking accounts.) For
more information in the U.S. or Canada,
call 1-800-638-9636.
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{688 Attack Sub \w\t\\ incredible sound, much
improved interface and more realism), No-
vaLogic will unveil a CD-ROM version of

their graphically impressive WolfPack

(originally published by Broderbund).

Winning Strategy

The most obvious trend in the world of

strategy games is that of gambling games. It

seems like everyone has one. QQP plans to

unveil Lucky’s Casino, New World will fea-

ture More Vegas Games, and Villa Crespo will

do Windoivs with new versions of Sanford

Wong Video Poker for Windows and Dr.

Thorpe’s Blackjackfor Windows.

Lucky’s Casino\V\\\ feature; five variations of

poker, red dog, pai gow poker, three types of

video poker, bingo and horse racing (among

others). Not only do the individual games

look nice, but in the QQP tradition, there is

a campaign ^^ame where gamers have “three

game weeks’^ to rack up the most possible

money. 'I'he NewWorld package will expand

on their successful Windows vcisxon of Vegas

Games by featuring multi-player (at the same

machine) versions of poker, blackjack, craps,

mechanical horse racing and baccarat.

Maxis will continue their 5zw-line of strat-

egy games with a repackaged version of the

original SimCity, SimCity Classic, and an ad-

vanced version of the planning simulation

called SimCity 2000. 'fhe latter not only al-

lows for non-rectangular zoning, but consid-

ers different types of roads, elevation and

power, as well. It also requires transit stations

and budgetary trade-offs. We like the fact that

one can select which industry each city will

specialize in by making certain budgetary and

zoning decisions. Maxis is also nearing com-

pletion on SimFarm, which was discussed in

previous CES reports.

TIE Fighter

Strategic Simulations, Inc. has added a new

wist to the Sim-style strategy game. Under

their Advanced Dungeons and Dragons li-

cense, the company has developed Stronghold,

sort of a fantasy SimCity with combat and

magic. One must select the right races to

build cities, exploit natural resources, hold

objectives and build economics/populations.

We especially liked the way that the architec-

ture in each town was distinctive to the domi-

nant race or major occupation to be found

within the town.

Space seems to be another frontier in the

strategy genre. In addition to Interplay’s re-

cent Buzz Aldrin’s Race Into Space, Sierra is

developing a strategy game called Buildiiig

Mankind’s Future in Space, and Mallard has

re-released a more polished and sophisticated

version ofWesson’s Moonbase-xs Lunar Com-

mand. The former uses 3-D vehicles to

drive its classy look, and the latter offers im-

proved play value over its predecessor.

Gametek is releasing rwo products that may

bring some fascinating abstract strategy

games to new markets. Tesseraefor Wbidows

takes the well-received Macintosh game

(Term in an altered consciousness, one might

say) from Inline Design and puts it in an

accessible format for IBM users. King's Table

is the Scandinavian classic, Ragnarok, with

BaltlcChess-s.ty\e. graphics, but different

gameplay.

Speaking of chess games. Capstone just

brought their BattleChess-sv/\c program to

market, entitled Tenninator 2 judgrnoit Day

Chess Wars. Meanwhile, Electronic Arts an-

nounced that Kasparov's GambitW'^ now use

the highly sophisticated i'oavrfr'rclicss engine.

In addition to bringing abstract strategy to

the computer, the strategy genre has reached

the point where personnel management is an

important part of the strategy mix. Sir-Tech

There's Sound...

“vroom, vroom”

j -

-

t!0Lt

SoundManl6 delivers sound so reel;

6^ the time, people con't tell the differfflEB from:"’

live sound. Thofs becouse ifs pocked, with the
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Software’s J/ig^ed Alliiince feutuics an im-

probable plot for the overall campaign, but
tcaiiires real-time action and requires a deli-

cate mix ofaiiificial personality management
in order to succeed. In many ways, it offers

some of the same challenges as Electronic

Arts’ Syndiaite, but the personalities of the

agents arc more developed, and the graphic

texture of the world is much “lighter” than

the dark cyberpunk strategy game from Eng-
land.

Kasparov's Gambit

Arhnrea from Psygnosis, offers a similar

challenge. Though it is billed as a fantasy

adventure, the emphasis of the game is on the

characters having relationships with each

otiier. Thus, new assignments and opportu-

nities have to be “voted” upon, and different

team members have different effects upon the

outcome. Hence, the personnel management
aspect is as important as in JtiggedAlliance ox

Mindcraft’s sequel to Mercenaries, Strike

Squad. Mindcrafi has introduced a split-

screen cooperative mode with smaller squads

in the latest Mercenaries product so that

gamers get more of a sense of commanding
“people.”

The ever original Jeff 'funnel of DynamLx
is hard at work on two follow up titles to The
Incredible Machittc. The Even More Incredible

Machitte will offer 73 new puzzles, several

new items (crocodile, boiling kettle, pinball

bumpers), and the ability to design one's own
puzzles to share with friends. Following this

will come a loony variation on the TIM
theme, Incredible Toons, 'fhe idea remains the

same, but now the items in the puzzles will be
animated in a wacky cartoon style. With the

hairball-hacking Ai Cat and his pal Sid

Mouse as their guide, and armed with a wild

collection of objects, players will be able to

contrive contraptions to rival the best ofWilc
E. Coyote.

Finally, one of the most interesting techno-

logical variants on a classic strategy that we
saw at CES was Video Cube from ARIS. ARIS
isn’t really a game publisher; their strength

has always been in video and multimedia.

Nevertheless, their Video Cube, something
like a Rubik’s Cube using video clips, looks

Increrliijle Toons

intriguing. One tries to match up a side of

these distinctive video clips and, ifsuccessful,

gets the reward of a mini-movie using those

clips.

The Forecast

Business-wise, we don’t know what this Fall

and Christmas season will bring for the enter-

tainment software industry. We are watching
the encroachment of traditional Hollywood
studios upon the New Hollywood with great

interest. We are curious about the eventual

shape of the data highway and its potential

impact on game machines like 3DO and
Atari’s Jaguar. We wonder ifCD-ROM will

ever reach its full potential. Yet, we know that

there seem to be more games coming along

that rwwanr to play and that has always been

a positive sign, even in unsettling times, cgw



Scorpion’s View

CGW's Role-Playing Expert

Has Keen It All

TITLE; Might & Magic: Darksidc of Xeen

PRICE: seg.BS

SYSTEM: IBM
REQUIREMENTS: 2MB RAM, VGA gr.iphics, 15MB hard drive ipacu

PROTECTION; Document.iiion lookup

DESIGNER: Jon Van Caneghem
PUBLISHER: New Workl Computing

Hollywood, CA
(000) 325-8893

As most role-players know, Darkside ofXecn (Darksidc) is the

add-in/complemcnt to New World’s Clouds ofXeeu (Clouds).

Since it was designed to be played with Clouds as the second

half of the story, the mechanics of Darkside avc identical to those in

Clouds. Character creation, spells, combat, etc., arc all the same as in

the previous game, and nothing new has been added.

Of course, taking place in a different part of the world, Darksidc

docs have a whole set of new locations, quests, dungeons, monsters

and so forth, and these are on a somewhat tougher scale than Clouds.

My impression was that Darkside was designed more with an eye

towards being played as part of the full world rather than by itself.

However, as Darkside CAn be played as a stand-alone game, we will

first listen to its side of the story.

The goal of Darkside is to stop the evil Aiamar from doing nasty

things to the world. Exactly what those things arc is something you

learn as you progress through the game; it’s

enough to know at the start that Ahimar has

to be stopped.

The player’s party ofadventurers begins in

the town ofCastleview and should not be in

a hurry to leave. Unlike Clouds, entry into

any of the five Darkside towns requires a

pass. The one for Castleview can be pur-

chased just outside the town, but the other

passes are more difficult to come by, and

even the one for Castleview costs more than

the party’s initial purse. So, it is best to stay

inside for awhile and build up some cash.

Note, by the way, that you can’t get around the passes with the

Town Portal spell. In Darkside, Town Portal will deposit the team

just outside the town gates, rather than inside. So whatever you try,

you will still need those passes to get into the various towns. Speaking

of portals, the transport mirrors in the towers do not work, at least

not until a certain quest is completed. Then, once Castle Kalindra has

been fully restored, the only ways to get around are hoofing it or using

your own spells.

The real drive in this game is for money. Where C/oK<a^ handed out

experience in the thousands, Darkside ^XAnis you experience in the

hundreds of thousands. This sounds fine, until you consider the costs

of training the party. Once the characters start reaching the upper

levels, training suddenly becomes a very expensive proposition. When

it requires 200,000+ gold to get the entire party up one level, even a

million in gold suddenly looks like a pittance.

My own team finished at 108th level, and could have gone higher

if the money had been available. Scraping up the necessary cash,

particularly in the latter stages, was not easy. My recommendation is

to stash as much as possible in the bank and let the money build up

interest, right from the very beginning, Think of it as saving up for

your party’s higher education.

Beyond that, Darkside is typical of the Might & Magic senes. Each

town has its “monster problem” that needs to be cleared up. Quests

of all kinds can be found by wandering in the outdoors. Stat-boosting

magic fountains, shrines and wells sit waiting for the party to find

them. All of this is pretty straightforward and will be familiar to

anyone who has played M&M III or Clouds.

A number of puzzles also need to be solved. These, 1 regret to say,

are almost trivially easy. In fact, the solu-

tions are so simple, you might have trouble

with some of them by overlooking the ob-

vious. Even if you do overlook something,

the answers arc usually nearby.

For example, in the Northern Tower of

the Vowellcss ICnights, there are several

“lessons” to complete. Each completed les-

son provides hundreds of thousands of ex-

perience points. The answers to all these

lessons can be found on the top floor ofthe

Tower. This was one of the disappointing

aspects of Darkside: puzzles that could al-

most be considered “self-solving,” and hardly worth the designer’s

effort to include them.

The end game is, for the most part, surprisingly calm. Before

heading out to Castle Aiamar, I naturally beefed up the team (espe-

cially with a visit to the fountain that granted temporaiy mega-hit-

points) and had all the possible protective spells active. 1 was expecting

a rugged time of it and wanted to be prepared for anytliing.

As it turned out, the only fighting necessary was down in the

dungeon. The first floor had some nasties that were easily avoided,

the next two floors were puzzles ofa sort, and the fourth floor was the

confrontation with Aiamar.

However, your team doesn’t get to do the fighting. No, this is The
Big One, the Last Fight between Corak and Aiamar (whose real name
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You can outfly this guy...

But can your COMPUTER?
Yesterday's high speed games have pushed your personal computer to its limits.

Today's games are breaking them.
You need a computer with no limits.

Yea.' need to fly a FALCON,
introducing the Fajicon MACH 5.

The latest advance in our line of high speed personal computers, the MACH 5 is the ultimate machine for

gaming, personal and business use. It features new VESA Local Bus technology and the fastest 486 processor to
produce over 40 VGA frames per second. 30 frames per second is flicker free to the human eye. The MACH 5 is

serious hardware for serious players.

The MACH 5 comes standard with:

Fractal landscape created with VistaPro 3.0. 3D modeling

courtesy of Oregon Data Products. Prices subject to

change without notice. Optional equipment shown.

VESA Local Bus Motherboard with 256K Cache and Intel 486DX/2-66 Microprocessor
VESA Local Bus Graphics Card with 1 Megabyte Video Memory
VESA Local Bus Hard Drive Controller Card (4 Megabytes per second transfer rate)

4 Megabytes of RAM Upgradable to 32
1.2 and 1.44 Megabyte Floppy Drives

130 Megabyte 12 ms Hard Drive Tho MAPI-1
Internal Caddyless CD-ROM Drive <350 ms)

* IVIMUn O
cTx 14" Super VGA Color Monitor js Complete Including
Mini-Tower Case eu"., c O I

Creative Labs SoundBlaster Deluxe onipping hOf Uniy
Multimedia Speakers

Microsoft DOS 6.0

3 Button Serial Mouse
101 Key Keyboard with Dustcover

CH Products Fllghtstick Joystick
j
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will be known to anyone who has played any of the previous Might

dr Magic ga.mcs), and your party is the audience.

You may feel disappointed by that, but this end sequence is well-

done and worth getting to. The animation.s and digitized voices arc

ver)’ good, and there is certainly a sense of drama in this face-off of

two implacable foes. It is better by far than the bland ending

of “The Parade of Monsters Dying.”

A Whole New World
At this point, Dnrksidc, as such, is over. When the fireworks have

finished, a screen appears with your final score. If you are playing the

game as a stand-alone, that’s pretty much it. If you’ve got the full

world installed, a second screen will appear with a message from the

Dragon Pharaoh to see him as soon as possible. This begins the third,

special quest: unifying the Cloudside and the Darkside into a single

world.

Here is where you fi-

nally get CO enter Dragon

Tower, Darkstone

Tower, and the Southern

Sphinx (bring your wid-

get!!), as well as learn the

purpose ofthose mysteri-

ous machines silting in

the four corners of

Cloudside. Since by this

titnc your party is likely

to be quite powerful,

there is little in this sec-

tion that will give you

any trouble. The golems in Darkstone can be annoying, though, since

they are able to drain spell points, and the dragons in the clouds over

Dragon Tower are somewhat nastier chan those who live in the Tower

itself. Otherwise, setting up the reunification should prove to be fairly

easy.

The one sore point in this portion of the game is the walk to the

shrine. As the final step (no pun intended!), the party walks along the

cloudpathsfrom above Darkstone to the shrine oftbe Ancients. There

is nothing to see, nothing to fight, and nothing to do but walk along

the paths, which takes several minutes real-time. Teleport doesn’t

work, and the pathsare too far apart for theJump spell. It is extremely

boring, and ought to have been much shorter. Either chat, or some-

thing should have been added to make the journey more interesting.

Fortunately, this mulging brings you to the second endgame, which

is also well worth seeing. It begins with the marriage of the Darkside

Queen and the Cloudside Prince, who then activate together the

machinery that unifies the two halves of Xeen into a complete world

with a very nice scries of special effects—a satisfying ending for the

game.

Talcs from the Darkside of Xeen
“World of Xeen” was nor without its problems, however. After

reinstalling Claiuls, bringing the save games back from floppy, and

then installing Diirkside, everything seemed to be fine. I found my
advanced party in Vertigo, where I had last saved them, with all their

equipment, levels, gold, and so forth.

Naturally, they went right over to Castleviewvia the

pyramid outside town. ’That worked well, coo. 1 hen,

they started picking up quests, and I noticed early on,

Itickily, chat the Atito-Qucsc Notes were not working.

It never recorded a single quest—not one.

Now, I haven’t heard from anyoncelsewho had this

experience, but I did, so I’m reporting it. I didn’t have

any trouble with the Items List that kept track of

special items (town passes and so on) or the Auto

Notes that recorded locations of fountains and clues,

but the Quest recorder just didn’t do anything. I had

CO keep manual notes of all the quests my.s'elf.

However, this may very well be related to starting the game in

mid-stream, so lo speak. After completing Darkside through the

unification ending, I went back and started over with a brand-new

team. They began in Vertigo, of course, as level one characters. After

talking to the Mayor there, 1 took them over to Castleview and spoke

to a couple of people in that town.

Noiv the Quest recorder was working. It faithfully noted all quests

from both sides of the world, just the way it was supposed to do. So,

if you are playing the complete game with a party brought over from

Clouds, be sure to check the Auto-Quest Notes and see if it’s recording

the quests or not.

The other physical problem was a tendency of the game to hang

from time to time. This didn’t happen very often and seemed related

in some way to the sound, as the freeze never occurred when the sound

was off. When it did happen, rebooting the system and

rerunning the game was necessary. Outside of that, the

unified “World of Xeen” ran cleanly, which is saying a lot

these days, especially considering chat one game is being

installed into another.

A word or several does need to be said about the

Dungeon of Death northeast of Nigbtshadow (Cloud-

side), which is of concern only for those playing the

complete world. While you get the key for this from a lich

on the Darkside rather early on, Dungeon of Death has

nothing tt) do with the plot of Clouds, Darkside, or the full

world.

Level one is a giant crossword puzzle of some 70 or so

words. 'I'he answers to all the definitions are obtained

from a statue a few steps from the entry. You just write

them all down, then walk around the level putting them in. Nor since

the snares of Bard’s Tale //has there been anything so pointless and

boring.

It’s the fourth level chat’s the worst. You see Lord Xeen... and Lord

Xeen... and Lord Xeen. ..and Lord Xeen. ..a small army of them, and

all vulnerable only to the Xeen Slayer Sword. 'They are created by Lord

Xeen machines in the four corners of the level. Each machine de-

stroyed nets the party five million experience points (this is where my
team outstripped the cash and never caught up).

In the center is a control room filled with moreXeens. When you

finally get rid of them all and t)’pe in the password (obtained in

Darkstone), a message comes up saying, “you arc a SUPER goober.”

After thinking it over, I agreed; I had to have been nuts to go through

this dungeon. Unfortunately, there was no way ofknowing in advance

that this level, this entire dungeon, had no purpose other than as an

experience generator. You, on the other hand, have been warned.

Graphically, DarksidewAs a little better than Clouds. Musically, the

compositions for Darkside were much better; 1 generally had the

music on while Darkside and off when the party was Cloudside.

Sound effects were pretty much the same on cither side of the world.

Ifyou have the room (figure 40MBs with save games), you’ll get the

most enjoyment from playing the complete world. If you have to

make a choice between Clou^os Darkside, pick Darkside, since you

can’t use an experienced Clouds team if you’re playing Darkside as a

stand-alone.

Overall, Darkside is a satisfac-

tory conclusion to the current

Might &MagtcsA^A.. A new Might

& Magic is promised (by the stat-

ues in Darkstone) in 1994. It will

be interesting to see what direc-

tion the series takes, and what

improvements will be made, now
that the stor)', begun so long ago

with Might & Magic /, has finally

come to an end. Tm looking for-

ward to seeing it. cgw
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Bad Dayin Bagdad!

You’ve been cast out of the palace as a beggar. The princess has
turned against you. The palace guards want your head on a skewer.

And you haven’t even had breakfast yet. This is not good, tit it gets

worse. One minute you’re fleeing for your very life across roof tops.

The next, you find yourself washed up on a desert island. . .or amidst
ancient ruins, face to face with a disembodied head (and boy is it

hungry!). This is really not good. A You stumble upon quicksand,

serpents, spikes, magic spells, a skeleton mth a sick sense of humor,
and then. ..well. ..things get just a mite tricky, it Introducing
Prince ofPersia The Shadoio £ the FlarruP' Some call it a dozen
Arabian Nights movies rolled into one. Actually, it’s your worst

Arabian nightmare.A So get some sleep. Once this
•

swashbuckler begins, you may never sleep again. DlOOClDUnO
PULSE-QUICKENING ACTION • RICH MOVIE-LIKE STORY AND SOUNDTRACK • INCREDIBLY REALISTIC ANIMATION
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1-800- 621-0263 AND REFER TO CODE 2112 TO ORDER AT A 25% SAVINGS, • REQUIRES 10 MUZ 286 OH FASTER .MACHINE, HARD DRIVE AND VGA REQUIRED,
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Electronic Arts’ Space Hulk

by JeffJames

O
ne of the most popular themes in sci-

ence fiction is the “hug-eyed monsters

invade Earth” scenario. From H.G.

Wells to Heinlein, thi.s xenophobic concept

has had a profound impact on science fiction

art and literature. The best contemporary

example of this is undoubtedly the Alie>i

films, based upon the nightmarish creations

of artist H.R. Giger. Over the course of the

Alien film trilogy, audiences thrilled to the life

and death struggle between Lt. Ripley (along

with her throw-away supporting cast) and a

race of predator}' xenoforms. In addition to

film, other media—namely comic books,

novels, board games and computer games

—

have hopped on the “man-eating aliens”

bandwagon. In one of the best attempts yet

at bringing computer gamers the best in

xenophobic science fiction, Electronic Arts

and Games Workshop have teamed up to

bring the latter’s popular Space Hulk board

game to the computer screen.

In the board game, one player controls a

squad ofvaliant space marines while the other

directs the actions of the aliens, called

“Genestealers.” A nasty lot, Gencstealers arc

a breed ofcreaturcs resembling a nightmarish

cross between a Gigeresque horror and a

Lovecraftian abomination—all teeth, claws

and burning malevolence. Unable to repro-

duce by conventional means, Genestealers

must infect a host creature with their own

genetic material to propagate the species.

Able to survive in the cold vacuum of outer

space, Genestealers arc made of sturdy stuff,

with hard, armor-like exoskeletons, fhcy’re

also gifted with great speed and strength,

making them extremely hard to kill. At-

tempting to scop these creatures From spread-

ing across the universe are the space marines

of the Impcrium, collectively known as the

Legion Astartes. Since the Genestealers arc no

ordinary foe, the best soldiers of the legion arc

used to fight them—the Terminators. The

best of the best, these elite soldiers wear pow-

ered combat suits, akin to the battle-suited

grunts described in Hcinlein’s cla.ssic novel

Starship Trooper. Since the Genestealers arc

unable to travel between the scars on their

own, they hitch rides on huge, derelict space

craft known as Space Hulks. These craft drift

through space, carrying the Genestealers

throughout the galaxy. To stop them, squads

of Terminators are injected into these vessels

and charged with seeking out and destroying

as many Genestealers as possible.

After installation, the fight to save the gal-

axy from the Genestealers begins with a par-

ticularly gruesome introductory animation.

After the animation, the player arrives at the

main menu screen Space Hulk. From here,

the player can choose from a series of tutori-

als, select missions based on Space Hulk on'^\-

nals, or enter the Death Wing campaign

option. The tutorials are the best place to

start; two sets of tutorials are available to give

aspiring space marines the chance to master

game controls before being thrown to the

Genestealers. The first set of tutorials starts

the player offwith scenarios that can properly

be termed “baby’s first combat missions.”

'Fhe first of the basic tutorials is a no-brainer;

the player has to simply move one armored

grunt from one end of the maze to the other,

without having to worry about such bother-

some dilemmas as getting eaten by Genesteal-

ers or incinerated by friendly fire. Over the

course of the next four missions, the player

will learn how to fire weapons, locate and

carry objects, control multiple soldiers, and,

eventually, how to go about roasting a few

aliens.

After the five basic tutorials arc completed,

an animated awards ceremony graduates the

player to the advanced tutorials. Whereas the

basic tutorials help the gamer discern which

end of a storm bolter is which, the advanced

tutorials impart a more important lesson. In

a nutshell, the advanced tutorials will teach

the player a valuable lesson: Genestealers love

to kill space marines, and they are extremely

proficient at doing so. In addition, the player

will eventually learn how to control up to two

squads of Terminators (for a total of ten

troopers) in a variety of mission settings. All

this training prepares the player for the more

difficult scenarios found in the Space Hulk

original missions (16 scenarios in all) and the

Death Wing campaign, which offers up to 2

1

sequential missions. The Space Hulk original

missions are based on missions used in the

actual Space Hulk boardgame, while the

Death Wing campaign is based upon the

boardgame’s optional Death Wing supple-

ment. Regardless of missions selected, players

would be well advised to perform the tutorials

first to master the mechanics ofgameplay.

Die, Slimeball! (Ganiepiay)

Game play is straightforward, thanks to

Space Hulk's innovative playing interfltce.

Once a mission has begun, the player is pre-

sented with a control screen consisting of five

viewscreens, corresponding with the helmet

cameras on each of the Terminators. ‘Fhe

view in each window is akin to the viewpoint

offered in such dungeon crawls as Eye of the

Beholder t\ni\ Dungeon Master. A large central

viewscrecn allows the player to directly con-

trol one 'Ferminator, while the remaining

four smaller displays reveal what each of the

other four Terminators sec. An overhead map

TITLE: Siwcf Hulk

HRICE: $50.95

SYSTEM: IHM
REQUIREMENTS: Iflfi or talet, 260K EMS 1 r Miiiiul ‘support

(2MB RAM rccommcnck-il), VCiA KMiihifs

tl.SMB h.ircl drive space,

(Itippy drive, moiw
,.5" I,.l-1MI) HD
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DESIGNERS: Nick Wilson. Kevin Shr.ipnell and Andy lones

PUBLISITEK: Elecironir Arts

S.in Maieo, CA
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. .more like an interactive movie than an arcade game.
Shareware Update

"Almost single-handedly justifying the existence of

shareware..."
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"The first game technologically capable of...immersing
the player in a threatening environment."

Computer Gaming World
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is available on the left ofthe screen (where tlie

planning screen can be accessed by right-

clicking), while a set of directional arrows (a

la Eye ofthe Beholdet) are on tlie right. Direc-

tional arrows on the keyboard are also sup-

ported, although joysticlcs are not.

'ferminators are controlled one at a time;

idle ones will remain in “overwatch" mode,

firing automatically upon any enemies that

come within range. To switch between 1 er-

minators, pressing the appropriate liinction

key (FI through FlO) makes the selected

terminator the active one, under direct playei'

control. Using the planning screen, players

can direct marines to move, open doors, fire

weapons and perform other actions. In mis-

sions where the player must control more

than one Terminator, the planning screen is

invaluable. One unique feature of the game

is the “Freeze” feature. Similar to a pause

function, activating this option will halt

gameplay. Unlike a true pause, the freeze

option only works for a limited amount of

time. If freeze time runs out, the player is

dumped unceremoniously back into the

game to deal with the Cjcnestealers in real

time. A true pause option is available, al-

though the player cannot see the map or

create any orders using the planning screen^

when paused. Freeze time creates a sense of

urgency to the player’s actions, making the

game that much more exciting.

Ainbush! (Terminator Troubles)

As fearsome as the Legion Astartes are re-

ported to be, players will find that most

troopers—especially when in overwatch

mode—behave more like a pack offrightened

school girls than a team of the galaxy’s best

soldiers. Having a 'Ferminator engage in

hand-to-hand combat without special equip-

ment (see below) means almost certain death,

while weapon jams ensure that even a well-

armed and positioned marine will have a

brutally short lifespan. Moving around their

battle brothers is too difficult for some ma-

rines. Even after laying out intricate tactical

plans for troopers at the planning screen, one

may find Terminators blundering into one

another, clogging up passageways and block-

ing avenues of fire. In my experience, some

missions were doomed to failure when one

Terminator blocked the path ofanother, en-

gaging in a ludicrous shoving march until

both were sliced into lunch meat by a ma-

rauding Genestealer. Given the limitations of

the space marines themselves, aspiring com-

manders will quickly realize that victory de-

pends almost entirely on the rigorous

application of sound strategy and tactics.

As tough as the Genestcalers are, the Ter-

minators aren’t totally helpless. A wide array

ofweapons are available for use, ranging from

the standard issue storm bolter (essentially a

high-tech machine gun with unlimited

ammo) to the alien-shredding auto-cannon.

The flamer can be used to lay down a blanket

of flame, although it only has a measly six

shots ofammunition. For hand to hand com-

bat, the player can equip his warriors with

power gloves, power swords, hammers, and a

wicked device called a chain sword, which is

essentially an over-sized chainsaw bolted to a

trooper’s fist. Most fearsome of all is the

lightning claws weapon, which equips a Ter-

minator with electrified gauntlets bristling

with sharp razors.

Figlit With Honor!

(Sound And Graphics)

‘I'he most striking aspect of Space Hulk is

the excellent use of digitized sound. Mission

briefings are accompanied by excellent digit-

ized speech, with a gruffcommander barking

orders to the player in heavily accented Eng-

lish. Once the game begins, Terminators will

shout our “LeVs go!”, “We bring death!”,

“Beware!”, and other appropriate battle cries.

Of particular tactical significance is the pro-

pensity for 'Ferminators to announce when

they arc being attacked. For example, the

third Terminator in the player’s squad will

cry out “Incoming on three!” when he is

under attack by Genestcalers.

Graphics are also well done, with the

Genestcalers rendered in a sickening purple

hue. Although most of the action takes place

in the rusting corridors of drifting space

hulks, .several of the missions take place in

underground labyrinths and large buildings.

In each location, a great deal of ephemeral

animation is used. Moving a Terminator

down a deserted corridor, the player will see

and hear a loose wire writhing and sparking

on the floor, while the distant screams of

approaching Genestcalers can be heard. All of

this sound and animation is used very con-

vincingly, adding a thrilling sense of danger

to the game. More than once, I nearly jumped

out of my command chair when a

Genestealer leapt suddenly onto the screen.

Gamers who enjoyed the nail-biting anxiety

exhibited in the Alien films will undoubtedly

appreciate the Space /////^’atmosphere.

Beware! (Glitches And Grumbles)

As polished as Space Hulk is, a few glitches

and program foibles need to be mentioned.

Giving Terminators their marching orders

via the planning screen is an invaluable pro-

gram feature. Unfortunately, the dull-witted

Terminators will often blunder into simple

obstacles, unable to go around them or

choose another course of action. Improved A1

in this area (such as allowing troopers to walk

around obstacles and turn to face approach-

ing enemies) would go a long way to inaking

the space marines a much more effective

fighting force.

Strangely, there is no post-installation setup

utility which would allow players to toggle

sound and music. If the game was installed

with PC sound and the player later adds a

Sound Blaster, the entire game inust be re-in-

stalled. This user-hostility extends into parts

of the playing interface as well. Selecting to

restart a campaign brings up a new screen

with the enigmatic query “Are you sure?”,

making it all too easy to era.se a hard-fought

campaign when the player thinks he is simply

dropping to DOS. A more descriptive display

informing the player what exactly is being

done would be welcome. Admittedly minor

issues, these interface foibles nevertheless

place an extra burden upon the gamer.

To The Emperor! (Verdict)

Got)', exciting and filled with lots of ex-

ploding ordnance. Space Hulk is a first-rate

game of tactical “infantry vcr.sus xeno” com-

bat. Nick Wilson and his programming team

should be congratulated on one of the best

boardgamc to computer game conversions

yet. 'file game simply cries out for a sequel

equipped with multi-player support, im-

proved trooper A1 and more mission options.

Scenario disks and a mission builder would

also be a nice touch. Wish lists and glitches

aside, I found Space Hulk to be an immensely

enjoyable journey into the depths of pixelated

xenophobia. Gamers looking for an excuse to

don a space suit and eradicate a simulated race

of hostile aliens should find that Space Elulk

suits them well, cgw
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COMPANY
RtPORT

Broadening
The Spectrum

Spectrum HoloByte

Looks To The Future

Patrick Foely, Spectrum HoloByte CEO, looks

over kis plans for expansion.

company’s strong suits (flight simulators,

pu7./.lc gaming); 2) take advantage of the car-

tridge business (the area where Spectrum ex-

peers the greatest sales growth, particularly

with their Star Trek: The Next Generation

program and with flight programs when

SNKS and Sega get beefed up); 3) gearing up

for Interactive TV projects for both flight

sims and Star Trek: TNG products; and, of

cour.se, broadening the company’s product

line through acquisition.

We pointed out that many of the items on

the agenda required large expenditures and

significant ramp-up time to implement, but

Fcely insisted that 80-85% of Spectrum’s

fiscal/per.sonnel resources were being invested

in markets that can get immediate returns

and only ca. 15-20% in new technology.

Assuming Feely’s percentages are correct,

Spectrum will be expanding at a signiheant

rate over the next few years because the “new

technology” portion of the company’s cur-

rent development is already substantial (with

Virtual Reality, storefront attractions, Inter-

active TV and 3DO products already under

development). Spectrum is using some of the

most exciting technology around. Unfortu-

nately, we can’t write about it, yet.

Feely projected a doubling of staff over the

next few years and predicted that the focus of

the company will shift from “design house

to full-scale publisher. In addition to in-

house staff. Spectrum is publishing around

five outside projects in the current fiscal year.

Within two weeks of our interview with

Feely, the first of the acquisitions occurred.

'Fo exploit the cartridge market, Spectrum

purchased Bullet-Proof Software USA, run

by Henk Rogers (long-time friend and col-

league of Spectrum HoloByte chairman and

founder, (lilman Louie). Bullet-Proof is not

only the developer of Tetris for most console

platforms, bur the developer of FaceBall2000

and a Mario Bros, title called Yoshi's Cookie.

Within four weeks of the interview, CGW
began to hear rumors that the company was

showing interest in financially-strapped Mi-

croProse (NASDAQ: MPRS). The word was

that MPRS was finishing its fiscal year with

less than a quarter million in cash and an-

nouncing a loss of over S4 million. By press

time. Spectrum HoloByte had offered to pro-

vide $10 million of much-needed capital into

MicroProse by purchasing subordinated de-

bentures (an interest-bearing bond arrange-

ment). In this case, the $10 million from

Spectrum allows MicroProse to get below its

$3 million debt ceiling to other lenders and

gives MicroProse some breathing room. In

turn. Spectrum gets interest on the bonds,

equal number of directors to those presently

serving on the MicroPro.se board and an op-

portunity to convert the bonds into more

than 1.6 million shares of MPRS stock. In

short, Spectrum has put into play a potential

Director of New Technologies Ron Martinez

stands beside the diagram cfepicting his grand

design for Spectrum's future.

Science-Fiction author Stephen Goldin assures

CGW that his scenarios are true to

liic StarTrek universe.

O
nce upon a time, Spectrum HoloByte

was part of Sphere, Inc. Si)hcrc, in

turn, was controlled by a company

within the Maxwell media empire of tabloid

publisher Robert Maxwell. After Maxwell’s

death. Spectrum HoloByte founder Gilman

Louie managed to get enotigh venture capital

together to buy back the company frt)m the

Maxwell interests. As part of that funding, the

investors placed their own management team

inside Spectrum HoloByte.

Another Opening, Another CEO
C'UW wanted to know what changes that

management team wottld make and how that

would affect ftiture product. Wc were con-

cerned about personnel changes and won-

dered what the agenda of Spectrum’s new

investors would be. So, we interviewed new

Spectrtim-HoloByte CEO Patrick Feely.

Feely immediately expressed his charter in

terms of broadening the company’s product

line. He stated that he considered the com-

pany's strong product lines to be Tetris, Fal-

con, Star Trek: The Next Generation and a

“player to be named later.” His goal is to build

a brand-based identity for the successful lines

and add to those lines through acquisition

and development.

Next, he established that the company’s

immediate priorities were to; 1) develop the

Coiiipiiier Gaming World



Harvey Lee, Customer Support Manager, spoofs
the gamer's vision of what happens during

a customer support call.

merger by stock swap where each share of
Spectrum may be exxhanged for .6 shares of
MPRS. This means that Spectrum has virtu-

ally “gone public” without having to undergo
the rigors or vagaries ofan IPO (Initial Public
Offering). Now, Spectrum has the potential

ofholding up to 60% ofMPRS stock and has,

essentially, become the second-largest disk-

based entertainment software publisber.

What this deal does not make clear is the
status ol rumors concerning a Spectrum
HoloByte purchase of Strategic Simulations,
Inc. Due diligence was allegedly being per-

formed for a purchase ofSSI when the poten-
tial MicroProse merger was announced. As of
press rime, however, the status of this possible

acquisition was in doubt. Nonetheless, Spec-
trum’s recent moves underscore the truth in

Feely’s parting statement to us, “We want to

increase the base of creativity in our organiza-

tion.”

That’s Show Business

Where will Spectrum find this increasing

base ofereativit}'? One answer was to bring in

Ron Martinez as Director of New Technolo-
gies. Ron is best known for his work with Jim
Gasparini on Simon & Schuster’s early Star
/rw text adventures and a paradigm-break-
ing political strategy game called Hidden
Agenda (Springboard Software). For a time,

he was working on a project called Mammal
Club (a bizarre cross between H.G. Well’s
Island ofDr. Moreau and a dark cyberpunk-
.style future) that was originally intended to

be both a film and a computer game. As
usually happens with non-studio film fund-
ing, the production was “put into turn-
around” (i.e. ran out of funds and backers).

So, Martinez migrated into the world of
interactive movie-making for CD-I. Unfor-
tunately, a global base of less than 100,000
machines does not make for a viable enter-

tainment market, so he opted to move to

Spectrum. His vision of products for Spec-
trum HoloByte includes some very advanced

ST: TNG Proclucl Manager Mat Censer has
a little fun at Spock's expense.

To enhance the background of the Star
Trek: TNG story, the company has hired
Andrew Probert. Not only was Andrew one
of the designers of the Enterprise (NCC-
1701 D), but he designed many ofthe interior

sets for the television .series. Now, he’s work-
ing with Spectrum on making the 3D back-
grounds and ships for the computer game,
3DO game, and location-based products.
This is the kind of detail that Star Trek: TNG
fans should appreciate in an interactive ver-

sion of one ol their favorite series.

The Show Must Go On

Of course. Spectrum must build on more
than Star Trek: TNG in order to build tbe
company to the satisfaction of its new man-
agement ream. The merger with MicroProse
seems certain to broaden gamer satisfaction

through the integration of the flight simula-
tor lines (so h- 1 6s and F- 1 5s can fly together
against MiCs?), and tbe “story-oriented”

folks at Spectrum are sure to enjoy the power
of the graphic adventure engine which Mi-
croPro.se has built. One thing is for sure.

Spectrum HoloByte isn’t standing still.

Fhey’rc.. .well. ..virtually flying. What else

would we expect? cgw
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face technology to be used in 3DO products
and some nift}' hardware implementations for

their amusement park-based virtual realit}'

products. Martinez not only brings his experi-

ence in computer game and interactive movie
design to the parry, but has a keen sense of the

value of story and character, as well. “Stories,”

Martinez once commented at a Computer
Game Developers Conference, “is when things

happen to people we care about.”

Spectrum is ideally prepared to venture into

the world of story games. Not only does
Martinez know the value of stoiy, but the

company tapped novelist Stephen Goldin
(author of ca. 30 .science fiction novels) to

script their Star Trek: The Next Generation

CRPG. Goldin wrote A Trek to Madworld
based on the original Star Trek series, as well

as several of the best books in the Laser Books
series of people-oriented science fiction nov-
els. His best-known works, outside of Mad-
world, are The Eternity Brigade -md A World
Called Solitude.
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.biiRobin Matthetuf

T
his monrh's concributor ro the blood

rush of horror games from Microprosc

UK is Legacy, a superior graphic advcii-

ture with strong role-playing features. 1 he

player’s single character explores a huge, scary

house with links to other dimensions and

other worlds. It is combat intensive and fea-

tures auto-mapping and a reasonable magic

system. The graphics are strong, and al-

though the rooms are too “regular” and lack-

ing in atmosphere, it is certainly an

interesting release that many will enjoy. In

some ways, the horror aspect of Legacy over-

laps with Virgin’s 7th Guest, though the free

(lowing nattire of that CD-ROM product

and its undoubted “presence” cause an tinla-

vorable comparison ro he made with the Mi-

croprose release.

Cambridge-based Millennium Interactive

has not hgured in this column for a while, so

we are pleased to report on two forthcoming

releases. Morph is a scrolling puzzle game that

will appear on both Amiga and PC formats

in the early summer, fhe “plot ” involves an

eccentric professor and his nephew. 1 he

nutty prof has built a teleport machine which

is struck by lightning while using it on the

young lad (strange, eh?). The net effect is that

the machine is in bits scattered around a large

gaming world. Your mission is ro collect the

parts and re-assemble the machine. Divided

into live different sections with lots of puz-

zles, the graphics look promising and good

sound support is also claimed.

The other Millennium product poised in

the starting blocks is a game with a working

title of Beasthall. To be released on PC and

Amiga 1200, it is described as the first in a

series of futuristic sport sims. It will be a one-

or two-playcr fantasy sports game "with ele-

ments of Gridiron, Tom and Jeriy wnA The

Terminator."

The players, genetically engineered with

different skills and attributes, are immune to

pain and regenerate after each match.

Morph

Matches are cither in a League or Ctip com-

petition with promotion and grand finals.

Possessing strong graphics, it is designed to

appeal to sports games players and, rather

disturbingly, to violence lovers. That aspect

might rightly cause a stir and is unlikely to

gain much lurther coverage for that reason

alone. Both formats are due in November

1993.

Empire made quite an impact with I'eam

Yanlu‘e',m<.\ its sequel Pacific Islands, and now

a third rank sini is to be released. War in The

G’/rz/ls set in 1995 when Iraq has once again

entered Northern Kuwait. Still convinced ol

the justice of their territorial claims, the Iraqis

have mounted a limited strike using battal-

ions of the Republican Guard. 1 hey quickly

seize control ofthe Sabriyaand Ar Rawdatayn

oilfields, and also invade the two most impor-

tant off-shore possessions ol Kuwait, the is-

lands of Failaka and Bubiyan.

Team Kuwait is a crack unit ol mercenaries,

all US veterans from Operation Desert

Storm, who have been hired as part ol Ku-

wait’s local defense forces. International a.ssis-

P/.c,/-

tance will take time to have an cftect, so 'I'eam

Kuwait is in the front-line of the offensive ro

repel the Iraqi invaders.

War it! the Gnlf\\s.cs a similar system to the

previous titles with the player simultaneously

controlling fourgroupsoffour AFVs, includ-

ing the Ml Abrams Main Battle Tank. I he

simulation has economic considerations anti

involves resource management. Gameplay is

divided into a series of separate missions,

varying from re-claiming the islands to full

scale battles in the crucial oil fields. War in the

6’«^Teatures over 1 5 separate tank battles set

among actual topographical maps of the area.

The geographic region represented is re-

ported to be in excess of 400 square miles.

One hopes that this will not be prophetic, but

War in the Gtdf\s currently out on the PC,

with both Amiga and ST versions planned.

The final product this month is Shad-

oworlds, Teque’s follow-up to the interesting

Shadonilands. 'fhe original product was dis-

tributed by Domark, but this latest release is

now published by UK software house,

Krisalis. Shadoworlds mes, a further develop-

ment of the Shadoiulands isometric view sys-

tem and also utilizes the unique

“photoscaping” technique which lights up

areas as you explore (and conversely darkens

them as yoti leave).

'I'he plot moves the Shadowlands interlace

away from medieval magic and myster)' to

deep space. The player heads a team of four

hand-picked space marines whose job is to

explore a massive space station housing a

Weapons Research Facility. This space sta-

tion orbits a planet on the outer limits of the

galaxy. As the story goes, decades earlier a

virulent form of plant life had been ejected

from the F'arth. 'This didn’t please the plant

a bit, but it was content to keep its (ly-irap

shut, 'I'hat is, until weapons testing really got

its leaves ruffled.

Gallant space heroes must explore the Space

Station and the nearby planets to try and

unravel a fairly sophisticated storyline. One’s

parry can be made up of any of 1 8 characters,

including a mutant dog, security androids,

and numerous psychopathic astro-mercenar-

ies.

Beastball

After this, the rest is similar to Shadowhvids.

The movement and object manipulation is

done by .selecting the head or limbs of a

tailor’s dummy, where the right leg moves the

party as a team and the left leg moves the

Compiaer Caiuinf’ WorkI



Attention All Registered

King’s Quest Owners:
Get King’s Quest VI CD for Half Price!

The most critically

acclaimed game event

of the year.

“Bigger and bolder than ever, this is an

adventure few can resist.”

-Compute

“Sets the standard for ail future graphic

adventure games.”

-Video Games & Computer Entertainment

“Sierra’s finest adventure to date... A rich

and enjoyable playing experience for gamers

of all skill levels.”

-Computer Gaming World

“I urge you to try this game! It’s easy to sec

why this Sierra series is the best selling

game scries of all time.”

-Computer Game Review

"'King’s Qiiest VIh not just good, it is a

landmark game.”

-QuestBusters

A spectacular 50-meg animated
intioduction sets the stagefor adventure.

Revolutionary patented lip-synching

technology draws you into the story.

Experience an adventure so vast, you
may never see it all!

GONE-roM'

Packed with amazing

Multimedia features:

• Nearly lour hours of dialog and narration

by professional actors!

• A stunning 50-megabyte animated

introduction, created by Kronos, the special

effects masters who brought you Batman
Returns and The Lawntnower Man.

• High-res 640x400 close-ups of characters,

using the critically-acclaimed HAVE lip-

synching technology.

• Includes a special Video for Windows
presentation of The Making ofKing's Qiiest

VI, including interviews with Roberta

Williams and rare behind-the-scenes footage

shot during production.

• Can be played under MS-DOS or

Window.s.

Only $39.95*

(A $40.00 Savings)

at your local

retailer or call:

1 (800) 757-7707
Sugjjcsccd retail price Ls S79.‘)5. Offer good to registered owners of any

King’s Quest title, be prepared to tell ns voiir .serial number.

Offer valid in U.S. & Canada only! Offer #1389
'Plus S4 U.S., S5 Canada, si)i|iping and handling.

^
SIERRA*
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selected character only. This works well

enough, but the party members’ apparent

lack oF common sense in movement can be

Frustrating. Though the player may want to

go through a door, this does not seem to be

communicated cFFectively to one’s characters,

who oFten bang into walls For the thrill of it.

This c^uirkiness could ruin the game For some,

but iF one copes with it, Sluidoworlds is a

cracking exploration, pur/.le and combat ex-

travaganza. And it’s big. I am quite amazed

that it fits onto two 720K disks, but this is no

lunar week wonder. The graphics are average,

the sound is OK, but above ail, it’s a bit

different. Shadowlands is available on both

PC and Amiga Formats now.

He may be missed in the Formula One
Grand Prix Championship, but Britain’s

Nigel Mansell certainly seems to be making

an impact (literally, as Hr as some ovals are

concerned!) in Indy car racing. Sheffield-

based Gremlin Graphics have released Nigel

Mansell’s World Championship on other For-

mats, but it is ironic that as he has left For

pastures new, the PC version makes a belated

appearance. This is no GcoFFCrammond sim,

but rather a polished arcade game.

The graphics are little more than hi-res

EGA, and there is not much subtlety to the

controls and steering. The software docs al-

low a driver to practice and receive advice

from the old moaner, culminating in either

individual races or the reenactment of an

entire Grand Prix season. There are Far more

sophisticated driving games around, but at

the right price, and accepting its limitations,

this is a pleasant enough diversion.

Before I say an revoir this month, there’s

just time to mention a new adventure From

Coktcl Vision. Lost in Time is already avail-

able in a French version and should be con-

verted and released as rhis column is put to

Nigel Mansell's World Championship

paper. Starring the attractive Doralicc who
has previously appeared in Coktel’s racy ad-

venture, Fascination, Lost in Time is yet an-

other product claiming to be the first

interactive movie/game. With Full motion

video, 3-D free motion, and digitized 256-

color graphics, the software looks terrific and

might just deliver the dream.

Plotwise our heroine wakes up feeling a

trifle fuzzy headed. She finds herself on a

strange boat, wondering what has happened

to her, where she is, and why the wall poster

is dated 1840. These questions must be an-

swered, but to do this Doralice must confront

an arch criminal coming at her From different

periods in time.

With auto-mapping, auto-notetaking, an

all point-and-click mouse-based interface, a

special CD-ROM version with digitized

sound, full soundtrack, and all manner of

clever time parallaxes. Lost in Time coyAA be

a biggie and may build on Coktel’s rapidly

increasing standing.

That’s all this time. Next month we’ll take

a close look at Loriciels’ D-Day, among oth-

ers.

The above games and any of the other

games mentioned in past columns can be

obtained from:

Computer Gaming World [not associated

in any way with CGW magazine], 318

Kensington, Liverpool, England, L7 OEY.
Tel: 01144-51-263-6306

Strategic Plus Software, 28 D&E The
Courtyard, High Street, Hampton Hill,

Middlesex. TW12 IPD, Tel 01 144-81-977-

8088, Fax 01 144-81-977-4822, or on Com-
puseive at 1000014,3466

Robin Matthews can also be contacted on

CompuServe at 76004,3456. cgw

OUT TIME DAYS Out 'rime Days is a l*lay-Uy-Mail game of life on a siraagc world, limplia.sizing role playing and

iiiler-player commiinicalioii. O'E'D is a game for ihose who like to Join with oilier players around

ilie world in figuring oul puz/los. crealing working economies, exploring largo sections of worlds,

luulei Uikiiig or Hacking criminal aciiviiies. or fielding capable armies. The worlds explored are

living, vibranl locales ihal will change Ihrough your character's actions.

With the ability lo Journey in many eras {you'll start in a medieval-like location), you’ll enjoy

Computer Gamine IVorld
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A tale
magic anb
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Explore the Untamed Lands of Tarq.
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MNDCRAFT
2291 205th Street, Suite 201, Torrance, CA 90501
Actual IBM VQA scrceti p/iotos
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•ou Can’t #0
holmes! Sgain
ICOM’s Sherlock Holmes,

Consulting Detective, Vol. til

by Charles Ardai

When Thomas Edison’s first movie,

The Great Train Robbery, appeai-ed

in cheaters, people went to see it in

droves despite its grainy, jerky images, crude

performances, and minimal stoiyline. When
a scrawny desperado faced the camera at the

end of the movie and fired his pistol out at

the audience, people screamed.

When the first commercial video game,

Pon^, appeared in barrooms across the coun-

tr)', so many people played it that they over-

filled the coin collection boxes and broke the

machines. This was the case despite the

game’s severely limited action, graphics, and

sound, and its lack of a scor)’linc altogether.

Both cases show that the first examples of a

new type of entertainment need not be espe-

cially good in order to be popular. A first try

might turn out a classic, as in the case of the

first novels (Don (Quixote, Pamela), but this is

not necessaiy in order for the work to be a

success; and history tells us that a first tty is

that much less likely to be good when the

artist creating it has to grapple with a new

tecimology as well as a new arc form.

These days we are frequently told that the

multimedia era ofcomputer entertainment is

dawning. On the horizon are mountains of

product in development, and if enough peo-

ple buy the hardware necessary to use it, we

may actually see all this product someday. In

the meantime, multimedia gamers have to

concent themselves with what’s out there.

What’s out there is vcty' limited. Aside from

a handful of upgrades to games originally

designed for floppies and some quickie clip

jobs masquerading as games, hungry gamers

basically have a choice between Virgin’s The

7th C/zesrand \(ZOW7!s Sherlock Hohnes, CD
games. Is it any wonder, then, that ICOM has

circulated almost a quarter ol a million copies

of these games? (It doesn’t hurt that Holmes

Vol. I comes packed in one of the leading

multimedia kits as a “freebie.”)

One might as well say it straight; these

games don’t have to be very good to sell like

botcakes. ICOM’s Plolmes, CZ) games are the

only games on the market to oiler abundant

full-motion video and spoken-word audio.

Each volume contains more chan an hour of

video. The video is of real, live actors, speak-

ing in reasonable facsimiles of British accents.

It’s like having PBS right there on your PC!

Asking for quality, too, seems downright im-

pertinent.

Am 1 saying chat the Holmes, CD games are

bad? No. In fact, ICOM’s may well be the

best Holmes games on the market. What 1 am
saying is that they are a first cry; and chat,

while they do convey an undeniable thrill,

this is mainly the thrill of seeing a new tech-

nology used, not of seeing a new technology

used well. It is fine to praise these gatnes for

what they are, but one must also criticize

them for what they are not. I fear that amidst

all the hype, players are not being as demand-

ing as they ought to be about what companies

feed them in the name of multimedia enter-

tainment.

Holmes Game Advantage

One of the nice points about ICOM’s Plol-

mes, CD games is chat they are, in fact, games.

'I'he game elements that link all the video

clips together may be simple, but at least the

result is readily identifiable as entertainment.

Peeling away the storyline, what the [flayer

actually docs is access entries from an index,

just as he might when using a multimedia

encyclopedia. In this case, the index goes by

the name of “Holmes’ director)’,” an alpha-

betical listing of some of London’s more in-

teresting inhabitants and institutions. The

player can rifle through the directory at will,

ptill names from it, copy them into “Holmes’

notebook”, and then, by clicking on the

“horse and carriage” icon, see what the com-

puter has filed away under a given name (i.e.,

“visit the location”).

Names that are germane to the current case

will usually produce a short (20- 1 20 second)

video clip of either Holmes or Watson qtiiz-

zing that character about the crime under

investigation. Names that are nor will usually

produce a line drawing of a hou.se with its

door closed and a comment on the sound-

track along the lines of “1 don’t know why
you dragged me out here, Watson.”

'Pile bulk of the game, therefore, is a matter

of sniffing out germane names. One gets

one’s first leads during the lengthy clip that

introduces each case; in the course ol lollow-

ing up on these, additional names come up

along with facts and cities. When one has

followed up on all the leads and drawn con-

clusions frtim all the cities, clicking on the

“gavel” icon pre.scnts the solution to a judge.

It any important clues are missing, the player

is sent back to the main screen to find them.

At first glance, there appear to be otlter

elements to the game, but the.se are peripheral

at best. Copies ol the London Times that are

allegedly packed with clues are available both

on-screen and in identical hard copy, but I

found both versions usele.ss. *I'he Baker Street

Irregulars, Holmes’ band of nosy street ur-

chins, can be called in to give tbeir opinion

on a character, but more often than not they

haven’t got one. When they do have an ojiin-

ion, it rarely produces information that one

hasn’t already gotten from the video clips.

Ii'm-iiAcnvE Video Mysiti«ii5

SherlockHolmes
C(B«UITlNGDEraCTIVE

D!wiTHt/V;iX)N(\.sYiK) KUaiiWrisWini
Hf. Vlurot Siiimi And Sox Sotenua

ToDhi IvnacAiw Cw.s

IIILI:: SlU'flcK k 1 loimvs CoiiMilliiiH

DcU'Oivv. Viilumi- III

I’KlCt:

SYStr.M: IBM, M,n inlosh

KftJtllRIMIJS; 28fi-UMH/ <>t hcllct, VCiAnr,i|iliK\

CO-KOM (Irivf willi 15(IK Ir.iiisl'iT f.ili'.

PROirCriON: NoiK-

l-UBI ISUtR; ICOM Sinnil.iliuii<., Iiic.

Whi.t‘linn, II.
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a Kiiigdom.

an EmpireJ
i^B Create alliances, defeat enemy

COMPUTER^GA^iE

K kingdoms— and rule Mystara!^ Build your own empire as you play

the first D&D” game to feature a com-

puter DUNGEON MASTER'," who mediates

all elements of game play. Thanks to

superior animation, 256-color VGA
display and sound effects, the DM
virtually comes to life on the screen.

Face one to four adversaries, either

human or chosen from among twenty

computer-controlled opponents. Interact

with fantastic races, command dozens

of troop types, deploy special forces and
' construct a variety of buildings.

Extensive character interaction,

utilizing advanced AI and

-
,

Neural Network technology

throughout the game,

provides for diplomatic

tactics. When combat

occurs, the game
switches to one

of the most

spectacular

tactical

views

Available for
IBM/Compatibies. ’

1'
i

To Order: Visit 1' '
j

'^'!

your retailer or call - ; ik
i

1-800-245-4525

(in USA 8; Canada) „ «-*

with VISA/MC.
'

'ApW
To receive our complete product

catalog, send $1,00 to:

SSI, 675 Almanor Ave., Suite 201,

Sunnyvale, CA 94086.

DLtRGEORS & DHAGOHS, D&O, DGNGEGG MASTER.
FANTASY EMPIRES and Ihs TSR logo are trademarks
owned by and used under license Irom TSR, Inc.

"1993 TSR, Inc. (' 1993 Strategic Simulallong, ine.

All rights reserved.



Finally, there arc “Holmes’ files,” which con-

tain sketchy background information on

some of the game’s characters, hut what they

offer, too, is mostly rcclunclant or superflu-

ous.

There is no time limit in the game, nor is

there any danger. One cannot do anything

“wrong,” other than fail to solve the case. One
is permitted to save the game, but this is only

for the sake of picking it up again at a later

date, not for testing alternative plot pathways.

The word “interactive” is prominently dis-

played on the game’s package, but the game

is only interactive in the sense that the player

determines, to some degree, the order in

which the video clips arc presented. Which

clips one selects has no impact on the content

of the clips one sees subsequently, and one

sees the same clip no matter how often a given

character is visited.

Even more distressing, it is possible to view

the clips out of order, and one occasionally

does so by accident. For instance, in one of

Volume Ilfs three cases (“The Solicitous So-

licitor”), poorly planned ordering of the en-

tries in Holmes’ notebook makes it likely that

the player will read the London Library entry

on “chinaberry”—including Watson’s com-

ment that “H.R. sure knows his poisons!”

—

before visiting H.R. Murray’s laboratory and

being told to check out the cntiy on china-

berry in the library.

The most damning evidence against the

game's purported interactivity is that it is

possible to go through the game by brute

force, simply clicking on each cntiy in Hol-

mes’ directory in sequence, starting with

Abraham Able and ending with Graham

Zwciback. Doing so would be equivalent to

viewing the clips in a random order, bur it

would have no detrimental consequence on

one’s progress through the game, other than

lengthening the playing time and increasing

the number of dead ends one visits.

There is nothing inherently bad about this

design, and given the strengths and weak-

nesses of the CD-ROM as a medium one can

understand why ICOM made the choices it

did. However, gamers accustomed to the le-

gitimate interactivity of a mystery game like

Sierra’s Laura Bow adventures should be pre-

pared for the tradeoff here between getting to

see live actors perform and getting to partici-

pate in a story in a significant way. Users of

ICOM's Sherlock Holmes arc viewers more

than they are players. Their involvement in

each story is essentially limited to deducing

the solution to the crime—and if this is inter-

active then so is reading a Sherlock Holmes

novel, because one can do the same thing

there.

The Case of the Ersatz Doyle

The three stories one gets in Holmes, CD
Volume III arc, on the whole, no better and

no worse than their counterparts in the first

nvo volumes. As such stories go, they are fairly

good, neither as good as the stories Conan

Doyle wrote nor the concents ofa typical issue

of Elle)y Qjicen s Mystery Magazine, but better

than one might expect.

“The Thames Murders,” with its five float-

ing corpses and complicated chain of mo-

tives, is the best, and the best suited to the

game’s structure. It even includes a cameo

role for Colonel Moran and a final twist

which, though easy to guess, is satisfying.

“The Solicitous Solicitor," with its legal lo-

chario and bevy of languid ladies, provides a

certain voyeuristic interest, though its subplot

about property deeds is too dull for words and

its twists arc telegraphed. “The Banker’s Final

Debt,” with its smashed statues and missing

jewels, reminds one of Doyle’s “Six Napole-

ons,” but docs not stand up to the compari-

son especially well.

In all three cases, the plot development and

the planting of clues seems mechanical and

crude, more on the order of an episode of

“Murder, She Wrote” chan the original Hol-

mes stories. Certainly, there is none of

Doyle’s spark of genius or cleverness. One
begins pondering cases that arc roughly as

interesting as the banal real-world crimes

found in tlie newspaper. Ifthere were a fourth

case on this CD and it were “The Carnal Car

Mechanic,” about Amy Fisher and Joey Buc-

tafuoco, it would not stand out from the

other three.

As for the acting, all of the characters show

u
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signs at various points of indulging in the sort

or hyper-theatrical gestures and intonations

that Jon Lovicz used to parody in his “Master

Thespian” bit on Saturday Night Live.

Though dramatizations of Sherlock Holmes

have always tended coward campiness, ham-

miness and other forms ofoveracting (see, for

instance, Jeremy Brett in PBS’ recent series),

rarely has it been taken to such extremes.

ICOM will do much better next time if it

hires professionals, nor just for the acting

chores, bur for writing and directing as well.

There is only so long that the gaming audi-

ence will put up with paying good money

(and not a little of it) to see the work of

amateurs.

Holmes Alone

Readers might be curious as to why, in light

of the drubbing I’ve given Holmes, CD III

above, I said at the start chat ICOM’s may be

the best Sherlock Holmes games on the mar-

ket. The answer is twofold.

First, no one has done any better. ICOM’s
games are visually impressive (though one

wishes the clips would contain fewer talking

heads and more action) and technologically

exciting in a way that Electronic Arts’ The

Lost files ofSherlock Holmes, for example, is

not. It is a thrill to see little actors calking to

each other in a window on one’s computer

ICOM’s Holmes, CD is a first try and enor-

mous leaps do remain to be made, but it is

unlike anything else out there and chat, at

least, makes it worth playing. I suspect, and

hope, that it will not be state-of-the-art for

long, but for now it is; and for what it is, it’s

not half bad.

This leads to the second reason, which is

that even chough the stories the game tells arc

not masterpieces, they are solid, fairly con-

structed mysteries that have actual solutions

to be deduced. The game may not be as

interactive as one might like, but it is an

improvement over the Clue VCR game of

several years back or the Dennis Wheatly

“interactive mystery books” of yesteryear.

Mystery games are rare enough chat a gamer

who wants to find a new one can’t afford to

pass one up if it is at least decent.

Sherlock Holmes, Volume III is, at least, de-

cent. It is probably not worth buying all three

volumes, but curious gamers should at least

take a look at one of them, cbw

Computer Camiii}’ Work!
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by Chillies Ardai

plots. There’s iiotliing for Green ’Tentacle to

do hut call for help.

A better connected tentacle might have sent

his plea to one of computer gaming’s more

reliable heroes: Indiana Jones, for instance, or

King Graham. Maybe even the Avatar. 'Those

guys are hard to reach, though, .so Green

Tentacle sends his note by carrier hamster to

the one adventure game hero he knows; Ber-

nard Bernoulli, the geeky, gawky, stoop-

shouldered protagonist of Mmiiac Mansion.

Bernard promptly enlists the help of two

new characters: Hoagic, an appealingly mo-

ronic slob with all the brains (and the shape)

of a bowling ball, and Laverne, a wild-eyed

space cadet whose voice suggests that she has

been heavily, but insufficiently, sedated with

valium. 'Togethet, these three musketeers

unt: Dayotlhf rc-ii1.i<.U-

PRICl; IBM: $.S9.9S, CO-ROM; $<>9.<tS

SYSTEM; IBM, IBM CD-ROM
REQUIREMENTS: 386 and higlH-r reeuinincndw), expatidwl

mi-niory rucnmniendt-cl, VGA graphics,

i4MB hard drive spate (floppy rHily)

l’RC)TtCUON; Mnnii.il Look up (floppy version only)

OtSICNERS: Dave Grossm.in, Tim St haler

PUBLISHER; LucisAns

San Rafael, CA
(415) 721-31(10

C
alling Day of the Tentacle a sequel to

Maniac Mansion, the pioneering 1987

adventure game that introduced both

LucasArts’ “S.C.U.M.M” game system and

many of Tentacle's main characters, is a little

like calling the space shuttle a sequel to the

slingshot. It is true that both sei-ve the hinc-

tion of hurling objects great distances—space

shuttles and slingshots, that is—but they have

so little else in common and are separated by

such an enormous gulf of technical sophisti-

cation that mentioning them in the same

breath is almost absurd.

So it is with Day ofthe TentaclenwA Maniac

Mansion. Tor comparison’s sake, note that

one room oi' Day ofthe Tentacle convAXWs the

entire original game, as a gag. That’s right: in

one of Tentaaes rooms, players will come

across a computer that is running Maniac

Mansion. If they so choose, they can put

'Tentacle on hold while they play through

Maniac Mansion from start to finish.

Anyone who chooses to play the original

will be stunned by how far the field of inter-

active fiction has come in the past six years.

'The original is there in all its retro glory:

chunky, flat graphics; boxy Gommodore (A

font; stiff animation; sound effects that are

limited to thunks, beeps, and static; and an

early point-and-click interface that lacks all

the shortcuts and conveniences that make

current games .so much more comfortable to

play. The stoiy and pu7;/.les arc strong, hut

their pre.sentation is downright primitive.

Only nostalgiaorcLiriosity will permit today’s

gamers to suffer through what was once state-

of-the-art but is by today’s standards crude.

Compare this with Day ofthe 'Tentacle. Its

graphics are lush and colorful, with skewed

perspectives and grotcsqtie characters that

could have been lifted from vintage Warner

Brothers cartoons. Eveiy scene is animated,

with characters performing lots ol weird,

once-in-the-game actions rather than just cy-

cling through a stock scries of poses. In the

GO-ROM edition, every single line of dia-

logue in the game is spoken out loud—and

not only spoken, but spoken in voices that

would have done the late Me! Blanc proud.

Ganieplay is smooth and intuitive, the inter-

face having been designed to give players a

minimum of frustration. Even the font in

which the game’s text appears is custom-de-

signed, angular, wacky, and just right for the

game’s cartoony atmosphere.

So Long, Sucker!

Day ofthe Ttwr/rc/i:' begins when a stream of

Inappropriately disposed toxic waste

kills a cute little birdie and causes a

self-willed purple tentacle, surly and

ill-mannered to begin with, to mu-

tate into a super genius with

thoughts of world domination. His

good-guy companion. Green Tenta-

cle, warns him not to drink the pt)l-

luted water, but he does it anyway.

'Then he grows stubby little arms,

develops a baritone voice, thunders

out an ominous warning to one and

all, rises up on his glutinous sucker

and hops offscreen lo hatch his evil

CriiiiDiiier Ciciniiiii' Wiirkl



traipse over to the motel of Dr. Fred Fdison,

the inept mad scientist who genetically engi-

neered the tentacles in the first place, and
whose Shidgc-O'Matic is industriously

dumping toxic waste into a stream under a

spreading kumquac tree. So it begins... and
before it ends, our heroes will have to travel

firther afield than the kuniquat tree. Much
farther.

In order to undo the mi.schief he has

wrought, Dr. Fred cooks up a plan to send
Floagie, Laverne and Bernard back one day
in time to shut offthcSIudge-O-Matic before

Purple Tentacle can drink the mutagenic
water. Mowever, due to a catastrophic miscal-

culation, Dr, Fred’s time machines go
kablooie, stranding Floagie in Colonial New
F.ngland, Laverne in a dystopic future in

which humans are the pets of their tentacle

masters, and Bernard right back where he

started, in the present.

Before they can get on with the plan to stop

Purple d'entacle, they all have to get Back 'Fo

fhe Present. This presents some difficulty, in

light of the fact that Hoagie has no way to

plug in his time machine in the 18tli Century
and that Laverne is a captive, first in the

branches of that darned kumquat tree and
then, in the tentacles’ electrified kennel.

What is to he done? Well, an ancestor of
Dr. Fretl’s can make Hoagie a battery, and
Ben Franklin can charge it with electricity, if

Floagie docs everything just tight. Doing
everything “just right” involves pulling three

cruel practical jokes on George Washington
and one on Betsy Ross, as well as amending
the Constitution. Yet that’s all a piece ofcake
compared to what Laverne has to do, which
includes disguising herself as a tentacle, suck-

ing a hamster out of a mousehole, winning a

“best human pet” contest using a corpse as her

entrant, and taking a punch to the kisser from
a spring-loaded boxing glove.

Meanwhile, Bernard has to contend with a

depressed novelty inventor, a laid-back car

ihiel, a home-shopping channel on 'fV, a

semi-lobotomized Weird Ed (another char-

acter from the original game in a hilarious

cameo appearance), and the ilTS, whose
agents seize Dr. ITcd and tic him up with red

tape while they give him an audit. Bernard’s

task is just as difficult as Hoagic’s or Lav-

erne’s: he has to fix the main time machine,
at an expected cost of two million dollars.

Once all three characters complete their

quests, they are finally able to go back in time
one day to shut offthe Sludge-O-Matic. First,

however, they have to lace an army of Purple
lentacles in a showdown that can only be
characterized as epic. (Thar’s not true, actu-

ally. It can also be charactei ized as ridiculous.)

fhroiighout all the above lunacy, the

game’s various threats are made less-than-

threatening by the fact dtat one cannot die.

One cannot even back one’s characters into a

(.lead end, not even accidentally. This means
that one is free to tr}' ab-

.solutely anything in any
situation, without fear of

the consequences.

The impact of this de-

sign choice is greatest in

dialogue sequences, when
the player is interacting

with John Hancock, or

Thomas Jefferson,

Harold, the primping hu-

man pet in a tutu, or

whomever. In most
games, the dialogue

would take the following

form: the interlocutor

would ask the player a

question (“What do you think of my hair?”),

and the player’s options would consist of the

right answer (“It is very nice”) followed by
three or four funny answers, .selecting any of

which would get the player executed on the

spot. 1 have never understood this. If the

point of playing a game is to have fun, why
do games punish players for choosing fun

answers over sensible, boring ones?

fhe designers of Day of the Tentacle seem
to have had this question in mind when they

wrote their game, since not only are there no
.sensible, boring dialogue choices, but the

player is never, ever punished for doing some-
thing funny. Doing lunny things is the whole
point of Day of the Tentacle, and the game

encourages the players to get into the spirit in

every possible way, starting with the strange-

looking game box (the GD version is triangu-

lar rather than square) and ending with two
great punch lines that bring the game to a

rousing finale. All that’s missing is Porky Pig

saying “Th-th-th-that’s all folks!”

Purple Reign

In order to prevent Purple d'entacle from

taking over the world and populating it with

its spawn, Bernard, Floagie, and Laverne have

to interact with each other a good deal, this

despite being .separated from one another

both physicatly and by several hundred years.

They pull off this difficult feat in a number
of ways, mainly by sending objects to each

other by flushing them through time. (Ditl 1

neglect to mention that Dr. Fred’s time ma-
chines arc built inside Port-O-San-style toi-

lets?) Much of the game’s complexity, then,

stems from the fact that one never knows.

turn out to be useful. So, a bucket of paint

that Hoagie finds just might be the tool Ber-

natd needs lo trounce the IRS; Lavernc’s

scalpel (she’s a medical student) is ineffective

against the tentacles but might be handy for

Bernard; and three false .sets of teeth make
their way back and forth through time, sug-

gesting the rather unpalatable conclusion that

dentures are the one truly universal commod-
ity in human history.

As in the original game, the need to search

through what is essentially the same mansion
over and over adds to the robustness of the

simulation: by the time the game ends, the

player feels he really knows that house, 'fo

spice things up, the Lidison mansion changes

ever so slightly over the centuries, forcing the

player to do a lot of exploration through
rooms and corridors that arc simultaneously

familiar and unfamiliar. The use of three

different eras, each with its own visual char-

acteristics, style ofcomedy, and .set ofpuzzles,
protects Dnyojthe 7W?/rtc'/eagainst the charge

of being too claustrophobic. Some players

criticized Maniac Mansion because the)’

didn’t like being stuck in the same house for

(Cont'muod on page 80)

when one finds an object, in which era it will



A New Dimension

Chat and play games with

people from around the world

without ever leaving your home.
MPG-NET gives you something you

can't find on floppy disk; on-line real-

time contact with the most puzzling

and challenging entity of all time.

Another human mind.

Play pulse-pounding, intriguing,

forever challenging games with

stunning graphics and vibrant sound.

Games that are constantly improving so

they won't get stale. Form strategies,

share secrets and solve puzzles with up

to 1 00 folks from around the world,

twenty-four hours a day.

In addition to our games we have

Bulletin Boards so you can write public

messages to other players, and

Electronic Mail to send private

messages. We also have Chat Rooms

in which you can shoot the breeze LIVE

with people from around the world.

All you need is a modem, a phone

line, and a computer; IBM-PC

compatible, Macintosh, or Amiga.

DRfil^

Come visit a land where dragons

roam free, rodents grow to

unusual size, and adventurers are the

endangered species.

Team up with players from around

the world. Together, explore

mysterious lands, armed only with your

enchanted weapons, psionic spells,

and wits. You'll find untold riches and

glory while solving intriguing puzzles,

and destroying the mightiest of beasts.

MPG-NET brings you the ultimate

in fantasy role-playing.

^STAR
Cruiser

T
he year is 2300 A.D. We've

discovered stardrive and colonized

hundreds of new solar systems. In the

process, however, we pissed off some

very nasty aliens. To say they hate us is

an understatement. They'll do

anything to eliminate us from space.

No compromises. This is all-out

interstellar war. We need your help!

Based on GDW's classic space

combat game, MPG-NET brings you

the on-line version of Star Cruiser— a

3D, multi-player campaign of split-

second action.

© 1 992 MPG-Net. Inc. Muln-Player Games Network and MPG-Net are service marks of MPG-Net. Inc. The Kingdom of Drakkar is a trademark of Orakkar Corp Computer network versions of Empire Builder. Star

Cruiser, Operation Market.Garden, and the Kingdom of Drakkar are designed and developed Dy Tantalus Inc All other brand and product rvimes are trademarks or registered trademarks of their respective holders.
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Three elite Allied paratroop divisions

drop into enemy territory. Their

mission, to seize the bridges leading up
to the Rhine— the last obstacle of

Allied advancement into the heart of

Germany. They almost succeed.

Scattered remnants of Axis forces

already defeated in France must guard
the Rhine — the first-line of defense for

the Third Reich, They almost lose.

MPG-NET brings you the on-line

version of Operation Market-Garden,

GDW's classic two-player war game,
based on the biggest airborne

operation in history.

Combining two great American

loves; Railroads and Money!
Now you can capture the

entrepreneurial spirit ofAmerica and
build your own railroad empire. The
wheels of progress are you and up to

five other players from around the

world, locked in a power struggle of

epic proportions.

It takes planning and ambition to

build a railroad empire. And only the

best will endure. Experience MPG-
NET's on-line version of Mayfair Games'
award-winning, classic board game.

MPG-NET is accessible from
over 600 cities in the United
States and over 80 cities

internationally.

It costs less than you think: $4.00

per hour in the continental US and

$3.00 per hour in the N.Y. city area.

These costs are all inclusive. There are

no hidden communication fees.

Dial toll free 800-GET-GAME and
we'll send you your account number,

password, start-up kit, and 5 free hours

right away. For more information call

800-245-0317.

MPG-NET
Your Multi-Payer Games Network^*^

800-GET-GAME
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While compuier game designers labor

to pcrfeci die art of interactive en-

tertainment, they may he unaware

that tlie makers of non-interactive entertain-

menr have spent decades undermining their

eFForrs. For years, movies have depicted the

innocuous computer as an evil presence,

ready to subjugate the population it was de-

signed to serve and entertain. Fortunately,

probably due to their growing dependency on

computer-generated special efteers, Filmmak-

ers now seem content to move on to other

villains.

F'ilmmakers have not, however, expressed

any such Forgiveness towards other Forms oF

interactive entertainment such as the Fantasy

rheme park. With this summer's release oF

Junissic Park dinosaur recreation centers

throughout the world will rlouhtlessly suFFcr

a decline in business. Other classic Films and

television shows such as Wcsliuorld, huture-

world, Idiutasy Islcmd, in adtlition to all of

those malFunctions on the holodcck of the

new starship Fnterprisc, have all preached the

dangers connected with entering an artifi-

cially generated Fantasy environment. While

we might expect computer game designers to

come to the defense oFthe Fanta.sy parks, such

is not the case, lilcrnanh an ailventure game

from the always unusual Infogrames, instead

presents a Frightening picture of a recreation

world whose patrons risk leading exciting, yet

dramatically shortened lives.

The Story So Far

Etcnuim is a first-rate adventure about a

planet-sized amusement park of the same

name. The hero is a Futuristic vacationer

named Don Jonz, whom one might suspect

is able to trace his lineage back to "Indiana."

Uquipped only For a Fintasy week away from

work, Don quickly discovers that F.iernam is

up to its equator in trouble. At one time, the

planet belonged to a race of lizard-like crea-

tures called Dragoons. Scalped out of the

rights to this paradise world, they huddle

together on one small continent where they

have managed to silently take control of the

planet’s massive computer system, under the

direction oF their leader, the vile Mikhal

Nuke. Don must now navigate this lantasy-

turned-nightmarc world in order to reach the

Dragoons, bring Nuke to his knees, and settle

the dispute. Flelping the hero is 1 racy, a

drop-dead gorgeous secretary who hajipens to

be putting in overtime From inside the com-

puter’s terminals.

features several continents, each of

which is as unique as it is threatening. A

medieval land is guarded by a duke whose

servants’ passions range From sweec-mears to

stone statues. Another land mass is occupied

by French revolutionaries wlio are split into

a confusing variety of factions and loyalties.

A bizarre collection of mismatched machin-

ery dominates a high-tech civilization, while

a deadly pyramid overshadows an ancient

Egyptian landscape. While initially appearing

to he a scries of continent-sized, .sell-con-

tained mini-adventures, hleytui)uW\W eventu-

ally require Don Jonz to do some fast-paced

continent-hopping in order to achieve his

ultimate goal. Mapping these places is not

absolutely necessary, hut it is a simple exercise

which will prove valuable as the adveniure

progresses.

The adventures oFDon jonz turn out to be

quite an interesting yarn, and are mercilessly

laced with hefty doses of humor. Clameo ap-

pearances by anachronistic personalities

abound, including not-quite-the-crew of the

original starship Enterprise. Never letting the

player forget that this is indeed a fantasy

theme park, technicians occasionally wander

through the picture, and a passing tourist may

supply help at an otherwise hopeless mo-

ment. In the tradition ofseveral ocher [lopular

adventures, two ofthe programmers have also

been given pivotal roles in the adventure.

If The View Fits

Experienced adventure gamers may Find

themselves reaching for the mouse to control

Htcrmnih although any such effort will prove

wasted. Nearly the entire game may he con-

trolletl From the keyboard using the Four di-

rectional cursor keys. Six icons line the

bottom of the .screen rcpre.senting the com-

mands "lake," "use," "speak," "look," "inven-

tory" and "disk access." The icons may he

activated by pre.ssing a letter key From the

keyhoartl which causes a shockingly realistic

human finger to appear on screen and select

the appro[u-iate icon. Alternatively, this "dig-

itized digit" may First be summoned with the

tab key and then moved to the desired icon

with a direction key.

Inside buildings, Don jonz is seen in a

stanilard two or three dimensional view,

around which he may be guided by the four

direction keys. F.ach time Don passes some-

thing of interest, a "line of sight" appears on

screen along with text identifying the item.

riTl.t; tlern.im

I’RICE; SS'l.yS

SYSriM: IBM
RU^UIKr.MrNTS; 3H6-l()MHz, VejA };ra|)hics.
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('ROTf.CnON; None
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Choose any TWo Si

when you switch ti

sprint long-distance service just

became more valuable - up to $159.95
more! Now, when you switch your
home long-distance service to Sprint,

you can select any Sierra game, free!

And after enjoying six months of high-
quality long-distance, you'll receive a
second Sierra game or one month of
free .long-distance service.*

Only Sprint can offer you a

nationwide 100% digital, fiber optic

network that provides the long-distance
quality and reliability you need.
Experience for yourself Sprint's "fiber
optic" clarity that makes both your long-
distance calls and PC data transmissions
crystal clear and error free.

But unsurpassed call and data clarity

is just one of the many benefits you will

enjoy as a Sprint customer...

"The Most*"'" A Unique Calling Plan
Sprint offers an unprecedented long-

distance calling plan called "The Most’'”"

available now for all customers. The
Most will save Sprint customers 20
percent on already low rates on their

X

calls each month to whomever they talk

to the most, including international

calls-even if the called person is with a

competitive long-distance carrier.

The Most will also provide automatic
20 percent discounts on all calls to
Sprint's millions of customers, anytime
and anywhere.
When the most frequently called

number in a given month is a Sprint

customer. Sprint will combine both
discounts for an effective overall savings
of 36 percent on calls to that number.**

Save on Long Distance When You're
away frorn^home too!

Sprint's FONCARD^'-’ travel card lets

you continue to take advantage of clear

calling and savings even wh^n you're
away from home. Plus the FONCARD is

free, with cards available to every
member of your family.

The Service You Deserve
At Sprint, we make no compromises

when it comes to dependable, personal
service - we do it all; operator services,

Games

directory assistance, customer service,

even instant credit for wrong numbers.
And we do it 24 hours a day!

No Risk Guarantee
Your satisfaction is guaranteed: we'll

pick up the cost of switching your long
distance to Sprint, and will even pay to
switch you back if you are not
completely satisfied. {Some restrictions

apply.)

So why not sign up for Sprint and
receive the clarity, savings and service .

you want while getting two Sierra

games you enjoy?

Sprint

I SIERRA*
* Offer valid only in the U.S. and for new Sprint

customers. Not valid for FONCARD - only orders.

Certain restrictions apply. Free month is up to $25
usage on 4th month invoice. To qualify for a second
game or free month of long-distance the customer
must bill $20 per month in 3 of the first 6 months..
** THE MOST discounts apply to intra-state calls
only where authorized.
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Don would be wise co pick up any item which

he is permitted to take. Most items have a use

elsewhere in the game, and there is no limit

to the number of items he is permitted to

include in his inventory.

Conversation with other on-screen charac-

ters may be initiated by Don or with another

character. This conversation is of the multi-

ple-response format, in which the program

offers the player two or more choices of dia-

logue. Unfortunately, the player often has

only one chance to select the proper state-

ment. The wrong choice may cost the player

some important information or, worse, fail to

set certain critical events in motion. Fre-

quently saving the game to disk is about the

only answer to this problem. Other vital

pieces of information are well-hidden

throughout the game. At more than one

point, Don will be forced to take a trivia quiz

which seems something like a copy-protec-

tion test. However, the answers will be found

elsewhere in the program and not in its docu-

mentation. Any piece of information which

Don comes across should be written down for

later reference.

Outside buildings, the player views the ac-

tion as seen through Don’s eyes. Exception-

ally smooth-flowing three-dimensional

scenery ("virtual reality" for those who still

insist on abusing that term) creates the im-

pression that Don is riding a bicycle or a

well-trained futuristic horse. Certain inhospi-

table reptiles, possibly related to the Dra-

goons, also travel Eternam’s roads in an

attempt to mortally end Don’s visit. For this,

he is equipped with some type ofself-aiming

weapon, or spell, which is more than ade-

quate for self defense. Don begins his adven-

ture with 100 hit points which may be

reduced by encounters with these creatures,

or by some of his more dangerous adventures

indoors. The points regenerate on their own

as long as the player prevents them from

reaching zero.

Eieniaiti is presented in an entertaining va-

riety ofgraphic styles, Painted graphics domi-

nate the program, but these are frequently

combined with some hilarious cartoon-like

sequences. There arc also some digitized pho-

tographic images to represent Tracy and Mik-

hai Nuke as they communicate with Don
from within Eternam’s computer. Nearly

every scene includes some eye-pleasing action

or animation. Ad Lib compatible music and

Sound Blaster sound effects are available, but

the player who so chooses may simply listen

to the flatulent noises of the PC’s internal

speaker.

Hope Springs Eternam

Eternam is a relatively difFicult exercise to

complete and will provide the player with

more than a few tense and confusing mo-

ments. Its greatest achievement is clearly its

remarkable and compelling story which will

keep players exploring until they reach the

game’s satisfying conclusion. Eternam is

clearly a double-edged blade—frightening

players away from one type of interactive

entertainment while offering them the best of

another, cgw

Don’t Do It!!!

Calm down.

Breath deeply,

Relax.

There's no need to take dub to monitor. CGW's first

Hint Disk is the soiution to your Tribes' troubies. 'With

written solutions and screen shots for all 120 levels in

Psygnosis' Lemmings 2, this disk will have you well on

your way to a complete gold talisman and the

salvation of all Lemming-kind. To order your disk, send

a check or money order for S6.00 + $.95 for shipping

to;

Luv Doze Lemmings Disk Offer

c/o Computer Gaming World
P.O. Box 730
Yorba Linda, CA 92686-9963

Foreign orders add S 1 .00. 3.5' disks only.

SIDELINE SOFTWARE m
ORDERS 1

-800 -888-9273 ONLY

YOUR EUROPEAN PC CONNECTION

NEW TITLES
A 320 Airbus USA
Cohort 2

Bal. Mutwlnlor, Cadevor, Bloodwych

D-Day

Space Ciusads

Slreal Fighter 2

Tornado Flight Stmulatot

Transarctica

WWF. T2, The Simpsons

World o) Legends

World Wrestling Federation 2

Flight Sim.

Strategy Sim.

ALL FOR
War Sim.

RPG Sitalegy

Arcade Strategy

RPG Strategy

Arcade

Flight Sim.

Strategy Sim.

ALL THREE (or only

RPG
Simulation

EUROMAGS
Get the latest news on the best PC lilies Irom Europe! These

high gloss, lull color magazines also leature a demo-pached

playable cover dlsV with each Issue!

PC Format, PC Review, PC Zone, or PC Plus, each only $10

Neal day & second day air avallablel Cali lor prices on special shippino.

Shipping limes nol guaranleed. Price & Availabliily subjecl lo chanpe!

No relUn Js or exchinoes. Defeclive prodiicls exchanged wilh same iU.

'’fax oroTr's CALL -en

DON’T MISS THESE DISCOUNT DEALS

!

4-0 Sporls Boxing 1

Advanced OesUoytr

Ashes ol Ihe Empire

AuSlerhN

Backgammon PC
^dsTaieS I

Carrier Comrmrd 16

Cenlunon Defender ol Rome
Coilossos Bridge 4

Command HQ

FIBFalcon 19.95

Fire Team 2200 16.95

FourCryslalsolTratar 21.95

Flight ot Ihe Inlnider 18.95

Floor 13 18.95

Fool's Errand 16.95

GP Unlimited Road S Track 21.95

Greg Norman Golt 18.95

Harpoon 14.95

Heart o( China 18.95

Hero Quest 18.95
’

Hills Street Blues 18.95

Hook 16.95

Imperium 18.95

II Came From the Desert 14.95

JackNicholasGrealesMS 16.95

Killing Cloud 16.95

King ol Chicago 14.95

Lure ol Ihe Temotress 18.95

Mavis Beacon Typing Tulor 18.95

Mig29Fulcrum 18.95

MonlyPylhon 16.95

Obilus 18.95

Panza Kick Boxing 18.95

Paperboy? 16.95

P, I Fighter 18.95

Populoirs/Promised lands 24.95

Pushover 18.95

RBI Baseball 2 14.95

Realms 18.95

Rocket Ranger 16.95

SargonS I8.9S

Shadowlands 18.95

Shanghai2 18.95

ShulDepuckCale 14.95

Sim Cily Terrain Editor 9.95

Sleeping Gods Lie 16.95

Spacewrecked 16.95

Space Crusade 18.95

Special Forces 21.95

Spell Casting 101 18.9S

Spot 16.95

SirikeFieel 19.95

SlormUaslers 16.95

Slum Car Racer 16.95

Super Oft Road 16.95

Super Space Invaders 16.95

SuperTelrls 19.95

TeamVankee 21.95

Test Drive 2 e all dila disks 18.96

The Immorlal 19.95

Three SiQoges 16.95

T.V. Sports Baseball 21.95

T.V. Sporls Basketball 18.95

T.V. Sports Boxing 18.95

T.V. Sports Football 14.95

Trump Casino 2 18.95

Velte 14.95

While Death (Raw) 18.95

Winter Super Sporls '92 16.95

Wizkid 18.95

Wollpack 18.95

Wortd Class Leaderboard 14.95

Zool 21.95
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Tihe grandeur that was I

^
Rome is yours to defend or conquer in Mindcraft’s

Walls ofRome. All the siege techniques of classical antiq-

uity are in your hands. Scale the walls with ladders, bom-
btu'd them with boulders or flaming pitch, or undermine

them and watch them collapse.

Armies from a multitude of times and places are under

your command; fortifications of many types in many
settings are yours to besiege or defend.

Play the ready scenarios, separately or in Ty yr

extended campaigns of conquest and IVL
defense, or use the editor to combine 2291 205tliSlrcet,Suite20l, Torrance, CA 90501

Actual IBM VGA scrci'ii phalos

Circle Reader Service #7

A

J and modify the

troops and maps in

myriads of ways.

If
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Nevcrending Stories
Create Your Own Fictions with SSi’s Unlimited Adventures

by Rudy Craft

I
f this review had been written a month

ago, it would have blasted Strategic Siniii-

latlons’ Unlimited Adventures for its

grossly inadequate documentation. It would

have pointed out the total uselessness of an

adventure building product that included

programming bugs that render it all but im-

possible to design a fully playable adventure,

it would have whined at length about the

inadequacies of SSI’s Gold Box engine and

liow far removed it was from the cutting edge

of computer gaming technology. I-ortu-

nately, the month has passed, and with it, all

but the last criticism.

Unlimited Adventures is SSI’s adventure

construction kit using the familiar Gold

Box Advfinced Dtmgeons & Dragons cn^\nc

in its latest and up-to-date form. Yer, even

the latest version of the Gold Box engine is

sorely lacking by comparison with other

more recent games. Its graphics, for exam-

ple, do not compare with those in Darkside

ofkeen, Ultima Underworld II wnA Crusad-

ers ofthe Dark Savant. Obviously, SSI rec-

ognizes this problem, as they are putting

the system out to pasture with the release

of this construction kii and are developing

a new game engine, beginning with

the long overcTue Dark Sun.

'fo he fair to SSI, Unlimited Adventures

should not be compared to state of the art

role-playing games, but to other adventure

construction kits. After all. Origin has itoc

yet released an Ultima Utiderworld adven-

ture construction kit, nor are they likely to.

Placed in its proper weight-class, then, Uti-

limitcd Adventures is easily the best adven-

ture construction kit available.

UnlimitedAdventures ‘aWossu the player to

design and/or plan an essentially unlimited

number of adventures. Adventures can be

transferred between owners of the con-

struction kit simply by transferring all the

files in the adventure subdirectory. (A cou-

ple of tips: make sure the subdirectory has

“.dsn” for its suffix, i.e., “Raven.dsn.” Also,

make sure the subdirectory contains it,sown

“save” subdirectory.)

Design School

The process of designing an adventure is

not quick or easy, it is simple enough to

construct a single dungeon with monsters

and treasure, but construction of a full-

fledged adventure with an actual plot is

complicated and time consuming. Anyone

considering buying Unlimited Adventures

to construct adventures should be sure they

have the time and devotion required. On
the other hand, it requires no special devo-

tion to use it to play adventures created by

other amateur designers.

Each adventure can include up to four

wilderness modules and up to 36 dungeon

modules. However, depending upon how

one links the dungeons together, two or

more dungeon modules can be combined

to form a single larger dtmgeon, or one

dungeon module can be u.sed for two or

more smaller dungeons. Moreover, the

term “dungeon” is too restrictive. In Un-

limited Adventures, “dungeons” can be cit-

ies, caves, towns, towers, castles, woods,

deserts or swamps, depending on the art-

work and events selected.

Creating a wilderness module is fairly

simple. Each designer can use one of the

five default maps included or lie can create

his own map. From the j-Joint of view of the

computer, however, the appearance of the

map is irrelevant. It may look like a castle

on the map, but unless the designer has

placed the appropriate events on the map.

no castle exists. In fact, the game will play

just as well with a blank map, with a picture

ofa bird, or with any other artsvork that fits

on the screen. Each wilderness map square

is designated as pa.ssable or impassable. The

designer can place up to 1 00 events on the

passable squares, including, of necessity,

transfer events allowing the characters to

enter the various dungeon modules.

Dungeon modules are significantly more

complicated and more interesting to de-

sign. Unliniited Adventures provides a veiy

handy dungeon module editor which al-

lows the designer to select the dungeon's

backdrop {essentially, the floor and ceiling

types) and to place individual walls, doors,

openings, locked doors and secret doors. A
limited variety ol wall types are available,

including stone, brick and coral, as well as

some outdoor types such as trees and

bushes. Unlike much of the other artwork,

the walls and back drops cannot be replaced

with the designer’s own art work. Only the

TITLE: Unlimitud A(lvi;iiluri;s

PRICE; SSP.'iS

SYSTEM; lUM. M.idniosli (Revifwyd II3M)

RtgUIKCMENTS; IIJM— VGA gr.ipliics.

fiMH hard drivt- space

M.u- — U&W, 1MB RAM,
Color, 2,MU RAM

PROTCCTK3N: WorrI look up io roaoual

DESIGNERS: lason Linhari & MicroMagic, Inc.

PUHLISHER: SSI

Al.iniedii, CA
NOB) 7.)7-6Hl)0

Coniputer Gaining World



This game is not for the taint-hearted. Contains violence

and some material inappropriate for minors under 18 .
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art work provided with Unlimited Adven-

lures can be used. As a result, the dungeons

tend to look similar. (If you’ve seen five

dungeons, you’ve seen them all.) Whatever

individual fiavor a dungeon might have

must arise out of the events placed in that

dungeon, not its appearance,

Each module, wilderness or dungeon,

can include up to 100 events. “Event’ is a

term in Unlimited Adventures refers

to all of the possible ways the game can

interact with the characters. There arc a

total of 35 different event types including

the basic Combat, Give Treasure, or Text

Statement and more complicated events,

such as the confusing but critical Quest

Stage. Even the simplest events, like the text

statement event, allow the designer to spec-

ify the conditions under which the event

will occur. Thus, for example, there can be

a text evenr that will occur only if there is a

thief in the party. Events can also be linked

together to form complicated branching

sequences. For example, a group of ogres

could ask the party (via the Question -

Yes/No event) if they want to undertake a

dangerous mission. If the party answers

“No,” the ogres could attack (via the Com-
bat event). If they say “Yes,” a text event

could describe the mission. Each of these

events can be linked to additional events so

long as the lOO-events-per-module limit is

not exceeded.

Unlimited Adventures comes with a li-

brar)-^ of 127 default monsters and non-

player characters (NPCs). All of these

beings can be edited. Changes can be minor

(such as increasing an ore’s hit points by

one) or major (renaming the monster and

changing each and every characteristic,

power and abilit)'—in effect, creating a new

monster). The default monsters can be re-

stored with one click of the mouse.

Included is an extensive art gallery con-

taining five wilderness maps, eight big pic-

tures (covering the upper half of the

screen), 127 combat icons, and 38 sprites

(pictures used to show monsters approach-

ing the party.) UnlimitedAdventiireswWows

the designer to replace any ofthese graphics

with his own art work. However, this art

must be created according to certain exact-

ing specifications in either the .PCX or

.LBM format. Essentially, if you are not a

capable artist with a compatible art pro-

gram, don’t even bother to try. {Unlimited

zlrt'/w/Z/zw specifically supports Electronic

Arts’ Deluxe Paint II ZSoft’s PCPaint-

brush). Unfortunately, to protect TSR’s

copyright. Unlimited Adventures does not

allow the designer to edit or change the

artwork included in the product.

A Game’s Got to Know
Its Limitations

Unlimited Adventures also docs not allow

the designer to create or edit magic items

or magic spells. This limitation arises in

part out of TSR’s desire to protect the

“integrity” of its game, but it also arises out

of the way the program works. Each mon-

ster, magic item and spell is assigned a

specific slot in the game. Changing a mon-
ster is no big deal because that change will

affect only the current adventure. On the

other hand, because characters can be trans-

ferred between adventures, a modified spell

or magic item could be quite confusing, if

not program crashing.

The most glaring problem with Unlim-

ited Adventures \s. its 128-page manual (or

“Designer’s Journal”). This would appear

to provide adequate room to fully explain

all of Unlimited Adventures features, but

appearances can be deceiving. Fifty-six of

its pages are devoted to game rules primar-

ily directed toward a player of the Heirs to

Skull C?v7^adventurc included in the prod-

uct. Skull Crag is nothing special as an

adventure, except insofar as it ser\'es as a

sample of how to construct one. Admit-

tedly, nearly all of these rules are helpful, if

not necessary, to the designer of an adven-

ture, but the significant information could

and should have been presented in a more

condensed form. For example, the journal

devotes 15 pages to descriptions of mon-

sters and non-player characters. These de-

scriptions are so limited and vague as to be

totally useless to an adventure designer.

Besides, the monster editor allows all of this

information to be changed. These 1 5 pages

could have been used to explain some ofthe

more complicated adventure construction

features. In particular, the tutorial should

have been expanded to include an explana-

tion of the confusing Quest Stage event.

When properly used, this event allows the

designer to create a sequence of events that

the character must encounter in the proper

order. Each adventure can include up to 44

different quests, each with up to 1 00 steps.

However, the use of the Quest Stage event

is fairly complicated and confusing, and the

manual is of no help in explaining the

process. The omission of any explanation

from the otherwise excellent tutorial is un-

forgivable.

To some extent, the problems with the

manual have been cured by the inclusion of

a massive text file with version 1.1. This

document explains each and every option

for nearly every major game feature. The
document also acknowledges and explains

the bugs found in version 1.0.

With the inclusion of the expanded

documentation and the bug fixes in version

1.1, Unlimited Adventures \\as atoned for

many of its sins and emerges as one of the

best game creation tools available. How-
ever, again, players should know that they

are buying a product that will require a

huge investment of their energy. Con-

structing a good, interesting adventure

with UnlimitedAdventtires'NiW take many,

many hours of work, much of it spent at a

desk with pencil and paper planning event

sequences and drawing maps. Most role-

players will probably want to leave the labor

to the professionals and immerse them-

selves in prc-created worlds. Still, for the

rare breed who likes play that more resem-

bles work, Unlimited Adventures provides

unlimited job opportunities, cgw

Update Information

As offline 1 1, the most recent version

of Unlimited Adventures ^OT the IBM is

Version 1.1. This version includes the

text file containing the “Designer’s

Guide Supplement - A Technical Man-
ual for Adventure Design.” SSI will ex-

change version 1.1 disks for version 1.0

disks. Version 1 . 1 and the text file arc

also available on America On-Line,

CompuServe, and GEnie, as well as

other major networks. Also available are

numerous adventures designed by other

users, as well as original art work created

for use with the product.
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RAGS TO RICHES"
He who ends up with the most toys wins.

Il can all be yoiirs—lhe cars, yachts, planes

and other big time loys that will make you the

righteous ruler of conspicuous consumption.

But it does take some savvy moves, a few dirty

tricks, and, oh yeah, a little hard work.

Welcome to the Financial Markets simulation

game of movers, shakers and takers. It's a fast"

paced program that lets you become the

master of your entrepreneurial destiny as you

climb the slippeiT Wall Street ladder to

financial success—the higher you get, ihe

higher the stakes.

So go ahead, get bullish on greed—

it feels good!

® 1993 Inicrpla)- Produrtions, Inc. All rights resm'cd. Rags to Riches is a trademark o( Interplay Productions, Inc.

To order RAGS TO RICHES™, call 1-800-969-426.3, or see your local retailer.



IBM Mac
AD&D Sutler Kit 31

AD&D Collector's Editicn 39

AO&O Collector's Edit 2 «
AOSD: Unlimited Advcfit. 37 Sm
aardsTalelll 31

Sards Talc Constn. Set 32

Betrayal at Krondor IQ

Black Crypt 32

Castles 36 2Q
Northern Camp. 19

Castles II 37 3Q
ChallengeofFne Realms 34

Champions of Krynn 19

Contiiicsts of the Lonjbow 42 42

Curse of the Aaure Bonds IS 37

Oarklands 3

Art Disk wjHB I

Dark dsMPE
37Dark Queen of Krynn

Darkside of Keen

DarkSun:ShaltercdLands4/'93 IIT93

Grey Isles Camp. 4793

DaujhterofSerpents 32

Death Knights ofKrynn 19

OrajonLance Codec. Ed. 43

Eric the Unready 37

Eye of the Beholder 19

Eycofthe Beholder 2 37

Eye of the Beholder 3 42

four Crystals olTraaere 34

Gateway Savage Frontier 3

1

GemRre 32

Gryphon Master of Havlar 11793

Helmdall 32

Inca 37

Inlndo 37

King's Quest iV 39

King's Quest V (VGA) 42 42

King's Quest VI 47

King's Ransom 37

Legacy 34

Legacy of Necromancer TBA

Legend of Kyrandia

Legends of Drakka

Legends ofValor

Lord of the Rings

Lord of the Rings 2

Lost Vikings

LurcofTempiress

Magic Candle 2

Magic Candle 3

Martian Dreams

Mights Magic I SI I

Mights Mage III

Might S Magic IV

MSM Clouds of Keen

Merchant Colony

Pirates Gold

Pool of Radiance

Pools of Darkness

Prophecy of the Shadow

Quest (or Glory I (VGA)

Quest for Glory II

Quest for Glory III

Ragnarok

Realms

Realms of Arkania

Red Crysul

Adventure/Role-Playing

A
REALMS OF A

RK^m

Veil of
Daricness

This gothic nightmare is not

for the faint hearted. Plunge

into a maze of vampires,

werewolves and zombies

accompanied with chilling

graphics and sound F/X.

IBM $37
7793

37 Savage Empire 37

36 Secret of Monkey Island

36 Secret of Monkey Island 2

Secret of the Silver Blades IS

37 Shadowgatc 25

37 Shadowgaie (Windows) 3!

37

37 34

32 Spellcraft 37

39 37 Spoils of War
42 The Summoning

42 Talcs of Magic

32 Treasures Savage Frontier 19

6793 37

31 UlmV 37

September Specials

A.TAC.
A Line in the Sand

Champions of Krynn

Centurion

Death Knights of K7nn

Eye of the Eleholder I

F-16 Combat Pilot

InL Sports Challenge

Unks/Bountiful Course Disk

MBT. Cen. Germany

Overrun

Secret of Monkey Island 1

Sim City Add-ons I & 2

Space Quest IV

Starflightl&ll

Stntego

Test Drive II: Supercars

Treasures of Savage Frontier

Ultima VI

Wing Commander I

IBM

29

19

19

16

19

19

10

IBM Mac
Ultima VI I

Ultima VII 4

ForgeofVinue I

Ultima VII Pan 2 4

Ultima Trilogy I 3

Ultima Trlogy 2 4

Ultima Underworld 4

Ultima Underworld 2 4

Uncharted Waters 43 43

Warriors of Legend 2

Wiaard7 Trilogy 3

Wiurd74 2

Wiurd^S I

Wiaard^ 6 (Bane) 39 37

Wizardry 7 (Crusaders) 42 3Q

Present
3793

Spring

Alone In the Dark

Amazon

Batman Returns

Blue Force: Next of Kin

Carmen SanDifigo: Past

Carrhen SanDiego: Europe 34

Carmen SanDiego: Time 34

Carmen SanDiego: USA 34

Carmen SanDiego: World 34

Carmen SanDiego: Deluxe 49

Carmen SanDiego: Amcr. Past 3B

Castle of Dr. Brain 33

Champions 2Q
Classic Adv. Pak (LueasAns) 37

Dagger of Amor Ra 42

Dcja Vu 18 11 31

EeoQuct(2 32

Ehrira I 37

Elvim 2 43

Freddy Fharkas 3793

Heart of China 37

IndyJones/bstCrusadc 34

Indy joncs/Fatc of Atlantis 39

Leisure Suit Lar^ Trilogy 53

Leisure Suit Lar^ I

Leisure Suit Lar^ 5 42

Lost Flics Sherlock Holmes 42

Lost Treasures of Infocom 42

Lost Treasures of Infocom II 37

The Manhole 32

Maniac Mansion 2 Spring

OutoflhisWorld 37

Police Quest I

Poke ^cst 2 40

Police Quest 3 42

Rocketeer w/Sound Source 42

Savage Empire 39

Sea Rogue 28

Seal Team 37

Realms of
Arleania

Sir-Tech breaks off from the

Wizard7 line & brings anoth-

er great role playing adven-

ture. Utilizes excellent graph-

ics and sound. Ve^ hot item!

IBM $37

IBM Mac
Spcllcasiing 301 3

Strike Commander 4

Speech Pack I

Uninvited (Windows) 3

VeilofDai^ncss 3

Waxworks 3

Willy Beamish 42 42

WolfcnsteitVSpcarOcs. 42

Future
ArmourGeddon

Bad Blood

Batdetech Powerhits

Buck Rogers

Buck Rogers 2

Breach 2

Cyberspace

eIiIc Plus

Flashback

FreeD.C

Legacy
You’ve just inherited a

home from your evil ances-

tors. Explore over 400

rooms of terror in a des-

perate struggle to stay alive.

Excellent graphics and

sound F/X.

IBM $34

IBM Mac
Wing Commander I 19

Secret Mission I 8 1 1 19 ca.

Wing Commander I Deluxe 49

Wing Commander II 49

Special Operations I 19

Special Operations 2 19

Speech Pack 13

Wing Commander 111 3Q
X-Wing 42

Hint Books
A-Train; Official Strat. Guide

AD8D Clue Books

Avatar Adventures

Bard's Talc III

Chaos Strikes Back

Chuck Yeager Handbook

X-Wing
Pilot X-wing, A-wing, or Y-

wing against the Imperial

Empire. Includes combat train-

ing tours of duty, promotions,

decorations, replay camera.

Digdzed music and dialogue

from the movie. Must have!

IBM $42

12Dungeon Master Scrolls

Elvira I 8 1 1 luca

Empire Deluxe StraL Guide 12

Eye of the Beholder 2 (2

F-IS Strike Eagle III Guide 12

Falcon Air Combat 12

Falcon 3 Strategic Guide 17

Global Conquest Guide w/disk IS

Great War Panes 12

Gunship2CK)0 Strategy Guide 12

jerfightcr II: Strat Guide 12

Legend of Kyrandia 10

LegendsofValor 10

Lemmings: w/companion disk IS

Lord of the Rings 10

Lost Files of Sherlock Holmes 10
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Scorpia Lurks In The
t^VC (^Crffvct

A h, we’ve almost reached the end of summer. As usual, Fred is

off this month to the Dark Room of Colossal Cave for the

annual grucs convention. He always looks forward to this little

vacation. SpeaTcing of vacations, I’ve heard of a nice, picturesque

village in New England where you can spend a quiet few days. Quiet

by my standards, that is.

SImelow of the Comet is a neat little adventure in the Lovecraft

tradition. 'Fhis is, so to speak, the “real stuff,” since the game box

displays the imprint of Chaosium, the folks who
publish the Call of Ctlnilhu role-playing game.

Not that Comet is a CRPG; it’s strictly a tradi-

tional adventure, however, the settings and situ-

ations will be familiar to any Lovecraft fan.

So, here you are, Dr. John T. Parker, British

astronomer, visiting the New England fishing vil-

lage of lllsmouth in 1910. Halley’s Comet is

making its Earth fly-by in three days, but that’s

not the only reason you’re in town. During the

comet’s last pass in 1 834, Lord Boleskine, another

Brit, went insane while making a few celestial

observations from the vicinity of lllsmouth. He
left behind some ciyptic notes (don’t they al-

ways?), and you’re in town to And out just what happened.

lllsmouth is a small place, which is just as well since the automap

doesn’t work quite the way the manual says. Only those buildings

already shaded in can be moved to automatically; no matter how
many times you go to the others, they won’t be named on the map,

and you can’t go to them directly. After taking a look around your

temporat)' lodgings and reading

everything you can, a scroll

through town is in order. The
town hall is a good place to pick

up some info, especially if you

can get on Juggs’ good side.

Come back here later for a better

chance to snoop around.

Some places (mostly people’s

homes) you’ll never be able to get

into, but it’s wise to know just

where everything is anyway. And
it’s such a nice day, how about a

walk in the woods? The automap doesn’t work here (it’s just for the

town), but while a little confusing, you can’t really get lost. Remember

to pick up eveiy'thing you can during your constitutional.

Back in lllsmouth, be sure to catch the Gypsies’ act before Baggs

(the local police) runs them out of town. Nice guy, Baggs. Well, so

much for that. With all the information you’ve picked up by now, it’s

time to get some stuft'out of the steamer trunk and go to work on it.

The important thing is to mark the right spot on the (other) map you

have, because that’s where Boleskine went last time. It isn’t hard,

especially if you rcrtrc/; carefully.

You’ve had a busy day; how about relaxing in the local tavern with

a cold one? Ya might even meet some of the locals there, but I’d be

careful about whose invitation 1 accepted. Crash! The window breaks.

Sounds like a fight outside. Let’s go see what’s up. Hmmm, rwo-to-

one odds, and the kid is taking a pounding. Definitely not sporting.

Of course you’re going to help him (preferably with a sturdy weapon

in hand!). How else are you gonna find someone to guide you through

the forest?

After you pick up your camera it will be night (time of day changes

by action rather than actual passage of time, which is handy). Too
bad Webster chickens out and leaves

you in the woods. No matter, you can

get to the spot yourself and take the

pictures.

Follow the kitty and you’ll find an-

other spot not quite so congenial. Do
we hear the words “Cthulhu” and

“R’lych” among others? UH-OH.
You’re in trouble now, Dr. Parker.

RUUUUNNNNN!!!
Whew! That was close. A rather de-

bilitating experience though, as the

doctor tells you when you wake in the

morning. Go directly to the pharmacy. Anywhere else and you’ll drop

dead in your tracks (not the best ending for the game). Besides, you

want to develop those places, right?

This can be tricky, but it’s really simple. You only need the first two

from the shelf and the first two from the table (they operate in pairs

as developer and fixative). All, they came out nicely. First one’s good.

Second one’s good. Third one... oops! Thump!

Pity the plate broke when you fainted. Then again,

maybe it’s better that way. Now that you’ve recovered,

perhaps you should havcatalkwithjuggsaboucall this.

Hmmm. He’s not at work. Is he home? Why is chat

robed figure leaving the house, and why is the door

locked? Better keep an eye on this one.

How convenient of him to leave the key. Inside, be

sure CO find all three statues, When you get to the living

room, keep in mind that some things can be replaced

with others, while some things need to be put back

where they came from.

Voila! A secret door opens, and in the next room is

Juggs, No, he isn’t dead, yet. He has some final instructions for you

before he passes on, poor fellow. Yes, you do have to read the

(shudder) Necronomicon, but put it right back when you’re done!

Getting out of here safely is the next priority. Be careful how
you walk through town and do not use your aucomap. In some

directions, you’ll run into Baggs, and chat will be the end of it for you

(and maybe the world).

Once you’ve made it safely to your rooms, you don’t have to worry

about Baggs for a while. Read the message, then pay a visit to

Underhouse, who has even more things to cell you (few of them

cheery).

So let’s think about getting into the Mayor’s safe. First, you’ll need

Fuse ()0 Conifytiter Gaining World
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a biblc (because rhe number you’re tliink-

ing of is not the right one; some things

would be just a trifle too obvious, eh?).

Know anyone in town who might have this

book? With a little quidpro quo, you could

get your hands on it. Then, you have to

deal with the city clerk.

Manipulating the conversation correctly

will get you upstairs (such a nice view up

there). The sale is pretty obvious, and you

don’t have that many numbers to tty', but

fool around too much and you’ll be caught.

Wow, there sure is a lot of nastiness

under the surface of this small town. And
guess who’s been elected to clean it up?

Heh! So you better get a move on—to the lighthouse, perhaps? Of

course, the guards aren’t going to let you through and will kill you if

you persist. But they aren’t very bright, and you might be able to fool

them (you did\ooV. over everything you got from rhe safe, right?).

However, they won’t stay fooled forever. Once you get to the top,

look around carefully and act quickly; you don’t have much time.

There are a couple of things to pick up here, and then you’d better

take off.

When you get back from the forest, it will be night time, the perfect

time to visit the cemetery. Someone around town has the key. Brrr.

Sure is a spooky place, and it won t get better. Stroll around and see

what you can find. Then, it’s down into the crypts.

You may want to map as you go along for future reference. In some

of the rooms are bats, rats or spiders. These must be avoided, as there

is no way to kill them. In other rooms grates block your passage.

Getting them open is part of the fun. (Hint; keep an eye on the floors

in those critter rooms.)

Two grates open only when a series of floor plates have been lit up.

Each set of plates has its own pattern, and a little careful experiment-

ing is all you need here. And be

careful; some rooms have pits in the

center.

So, you’ve reached old Jonas at

last. Don’t just stand there listening

to him blather! Time is short, so

grab what you can and get moving.

'Phis is where the map you made is

helpful. When you have Dagon on

your tail, you don’t want to be run-

ning into any dead (very dead)

ends.

That was a little too close for com-

fort! It’s been a busy night, and will

get busier. The time has come to wipe out the evil cultists once and

lor all. Since tactical nukes aren’t available, you’ll have to depend on

what you already have and the info you’ve picked up on bow to use

it. (Re-read your journal if your memory needs refreshing.)

The first three are not too hard, but the fourth will take some doing,

as you have to get into the ruined house. This requires a distraction

(here, kitty) and some tricky maneuvering (and running!).

Once you’re inside the old place, be careful. Death traps are

eveiywhere. Just keep in mind that whatever you need is always

somewhere clo.se by (and save often, just in case!). In particular, there

is a book to read, and you may want to make your own notes as, for

some reason, the info is not recorded in the journal.

At the top, things look pretty grim for our hero, but don’t despair.

Remember, second time does it. 'I'hen get out of there as fast as you

can, because the place is on fire. Yes indeed, it has been a busy night

(and Tllsmouth is rapidly becoming depopulated, heh).

Next morning, Baggs has a few questions for you about last night’s

events. Guess someone noticed all the goings-on. Underhouse can

help if you say the right thing.

Once Baggs is gone, youll

learn about some interesting

items in Curtis’ shed.

Odd how the place is locked

up, but with the right items

you can break in. Poor Curtis.

There’s no time to mourn

him, however. Search for the

items you came for, then bead

to the forest. Finding the right

spot to u-se the feather can be a

drag, but keep at it and it will

work somewhere.

After the Q&A session with

the Indian (note; Underhouse is incorrect; the Howler is not Nyar-

lathotep), it’s time to take out the cult leader. ’! his isn’t too difficult,

just don’t pick up any nitro (boom!). And that puddle in the dark

room is there for a purpose.

This day passed fast, and it’s night again. Now comes the strangest

parr of the game: convincing Bishop to lend you his boat. I he

conver.sation path to this is not very logical, so after the first couple

of exchanges (start with “looking for you”), don’t go for the obvious.

When you arrive at the island, look around first, then check out the

sliding block puzzle. It’s not as bad as it looks; only four moves are

needed to solve it and open up the cave. (Hint: start with column 3.)

Inside, you only have to use r.vo gems. Be careful where you stand

and what you use (this is what save games are for!).

Now, it’s time for the final trip to rhe second cave. The lamp will

stay on the second time you use it (odd, but that’s how it is). This

cave is full of nasty critters that shamble back and forth. You just have

to move carefully and avoid getting too close to any of them. It may

take some doing, but it can be done.

In the third room are some old friends in dire straits. Helping them

is pretty easy (how much unused stuff is left in your

inventory?). Interestingly, this somehow gets rid of

all the critters, too, so you can walk safely through the

caves to the second exit that brings you right up to

the perfect spot for those pics of the comet (remember

the comet?).

Keep that book from tbe old house in mind,

though. You must know which four stones are the

proper ones, so do the light act before you take

’ pictures of tbe comet. And right after the comet zips

by... yes friends, here he is, Mr. Y. Sothoth in person!

There is no time to waste here; rhe ritual has to be

completed quickly. Four items should be used on the

stones. Properly done, the incantation follows auto-

matically; improperly done., .well, let’s not think about that.

Okay! Yog Sothoth has been dispelled! The world has been saved

(fo r now). Dr. Parker can go home and astound scientists everywhere!

(In his place, though, I think I’d keep quiet about all this. Who’s really

gonna believe it?)

Whew! That was a nerve-wracking one. While you rest up from

your exertions, remember if you need help with an adventure game

you can reach me in the following ways:

On Delphi: Stop by the GameSIG (under the Groups and Cdubs

menu).

On GEnie: Visit the Games RoundTable (type: Scorpia to reach

the Games RT).

By US Mail (enclose a self-addressed, stamped envelope if you live

in the United States): Scorpia, PO Box 338, Gracie Station, New
York, NY 10028.

Until next time, happy adventuring! cgw

P„Pi- fO.
CiinipiiUT Gdiniiii^ World



IMTERSTELLAR Travel

Buying Equipment

Two-Player Play

EAT FIRE, BUG-EYED SCUM!
The Consortium of Worlds has been overrun by thp'vile

INSECTOID K’KISTIKS. BrUTAL OPPRESSION AND MASS SLAVERY NOW
RULE WHERE ONCE THERE WAS PEACE AND HAPPINESS.

'

A DISTRESS CALL FROM THE CONSORTIUM HAS REACHED YOU AND YOUR
Strike Squad—a crew of smugglers, bounty-hunters and
RAPSCALLIONS FROM THE BACKWATERS OF THE UNIVERSE.

With the right ship, the right tools and weapons, and for the
RIGHT PAY, THERE'S JUSTAGHANCE THAT YOUR STRIKE SQUAD CAN HELP.

Will nobody stop the K'kistik slavemastebs? Or will you?

“ Thirty mercenaries of nine races to choose from.

- All-new highly intuitive game interface.

“ Pulsing soundtrack and insane digitized sounds.

“ Play alone Or with a friend—or an enemy.
Circle Reader Service #75

MINDCRAFT
2291 205th Street, Siite 201

,
Torrance, CA 90501

AOual IBM VGA saeen pharos
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]n Sp^cc
Sierra Weighs Anchor With

Coktel Vision's Inca

by Chuck Miller

V
II 1532, the ill equipped army ot

^^fcprancisco Pizarro undertook the

conquest of Peru. With only 170-

200 conquistadors, he successfully defeated

tens of thousands of Incan warriors under

the leadership of Atahualpa, emperor of the

Tawantinsuyu empire, a kingdom that

extended from Chile to the equator.

How this feeble Spanish force was able

to accomplish such a monumental,

though ruthless task forms the basis of

the story behind Inca, Sierra’s latest

import from their “French connection
’’

Coktel Vision.

So, Where’s Your Cadillac,

El Dorado?

Inca transports the player back in

time to the year 1525. Here one finds

Huayna Capac, Atahualpa’s father, the one

Inca aware of the impending arrival of the

conquistadors. Assured that the powers of

the Incas will never fall into the hands of

these “bearded savages,” he has hidden

these powers away in a safe place to await

the coming of the prophesied golden one,

El Dorado, destined to appear

500 years hence. The goal of E! f IMC
Dorado, and the player, is to 1

111CM
discover these powers and
bring about the rebirth of the

Inca empire. Of course, the

player must face a powerful

opponent in the process of fid-

filling this prophecy—Aguirre,

symbolizing the Spanish con-

quistadors, and constantly in

search of wealth and material

power.

Lost Wealth OfThe Incas

Inca is a game rich in background,

steeped in mystique, and yet, unfortunate-

ly, unable to fully deliver the goods. While

I found the concept interesting and the

story promising, the game failed to achieve

its full potential. It repeatedly

drew me into the story, mostly

through the puzzle segments

and dramatic scenes, and then

dropped me abruptly, usually

upon reaching the action

portions of the game.

The problem, though dif-

ficult to define, is definitely

not with Inca's presenta-

tion, as it is a visual and
audible treat. Where Inca

failed to fulfill my expectations

was in the general flow of the story.

When it should have smoothly moved

from one segment to the next, I found

instead what I considered abrupt distrac-

tions. Many arcade portions or the game
seemed “inserted” rather than blended into

the storyline. As such, they detracted from

play rather than adding to it. The “save

codes” (discussed latct) that

appeared after critical points

in the game also disrupted the suspension

of disbelief

As a result, Inca comes across as a loosely

strung together series of action sequences,

mazes and puzzles, resulting in the appear-

ance of a collection of games rather than a

single title. Yes, the story does emerge, but

mostly between segments of play.

Pen And Inca

As indicated, hica's presentation is solid.

Its graphics are of obvious quality, as wit-

nessed by the fact that it was awarded Best

Graphics at the Supergames Show Paris,

1992. Images, rendered in 256-color VGA,
are rich and mood enhancing. Video cap-

tured actors are fluid and lifelike in their

movements on screen, demonstrating some

of the best video rotoscoping I have seen to

date. Yet, as good as the graphics are, and

with as much space consumed on one’s

hard drive as Inca requires (a full 17 MB),

there seemed to be a notable lack of variety

in imagery. Many of the same animations

and scenes are used repeatedly during the

course of the game, especially in the space

combat segments. It would seem that the

great majority of the system real estate

required is for Inca's sound-

tracks and digitized audio

effects.

TITLE;

PRICE;

SYSTEM:

REQUIREMENTS;

PROTECTION;

DEVELOPER:

PUBLISHER:

S59.95

IBM

JHf)-20MHz or bellei, VGA graphics,

1 7MH hard drive space, mouse

Coktel Vision

Sierra On-Line

Coarsegold, CA
(800] SIERRA-5

Inca Dinka Do
Music and sound effects in

Inca arc sterling, easily making
them the most outstanding part

of the game. If one area towers

above me others in this title, it

is that of audio accompaniment.
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Just listening to the game during the first

few minutes of play will justify the volume
of space it requires on one’s system.

Actually, I am probably biased as I have
been a fan of new-age music for some time

now. Thus, Incas exceptional new-age,
jazz-st)'le soundtrack, created using authen-

tic Inca instruments (pan pipes and drums),

provided me with some real listening plea-

sure. In fact, the music is so popular over-

seas that many radio stations in Europe are

playing selections from hica as part of their

regular playlist.

The only negative factor I detected with

the game’s audio was that it was not always

in sync with the graphics, especially when
characters were talking. The audio track

often ended before the accompanying text

finished being displayed.

Familiar Faces

Inccis interface is well-designed, even if

inadequately explained in the documenta-
tion, and employs full mouse control with
no typing required. If preferred, a joystick

may also be used. However, I found control

with the mouse more accurate.

One’s inventory is manipulated in a

fashion similar to that of Sierra’s in-house
products, accessed by moving the pointer to

the top of the screen. This, however, is the

only interface similarity. Setting game
options is by hotkey, except when one
returns to the main control room between
“quests.” Here one can begin the next
quest, receive instruction from Huayna
Capac, check out the “Encyclopedia
Incanica” (an on-line reference work
explaining the Inca terminology employed),
play with the pan pipes (sort of an Incan
xylophone), and access the game’s sound-
tracks by means of cueing up an on-screen

“tape player.”

The save game provision in Inca is, in

my estimation, very poor. One can only
“save” their progress

at certain points.

This is accomplished

by means of a “save

code” comprised of

eight random num-
bers provided by the

game. As such, each

installation of Inca
will result in a differ-

ent set of codes. So,

if one starts playing Inca on one computer,
and (hen installs it on another, the previous

codes will be invalid.

Gallons Of Galleons

Game play is comprised of puzzles,

mazes and action sequences. Puzzles are pri-

marily of the logic and object manipulation

variety. For example, using one object on
another (such as a key on a locked cabinet)

will achieve the desired results.

Fortunately, the mazes
employed in Inca are made
bearable through a built-

in automapping feature.

Just hit the right mouse
button and a map wi"
appear, indicating all the

locations already visited

and each doorway
encountered.

Action sequences also play

an important role in Inca, com-
prised of two varieties: space combat and
ground combat. The space combat
sequences place the player in a Tumi
Fighter with several weapons at his or her

di.sposal. In ground combat, the player has

only a single energy weapon, with all action

occurring in the game’s mazes.

With a few exceptions, I found Inca of
average difficulty. Only two puzzles and
one arcade sequence were cause for any
head stratching.

Does Inca Stinlca?

Not necessarily, depending on one’s

gaming experience and preferences, While
Inca is an interesting title, there is not

enough substance to satisfy the seasoned

gamer (who can expect to derive about
eight to twelve hours of play—not much
considering its retail price). The story line is

weakly implemented, and there is insuffi-

cient reward for successfully completing the

ame (more a sense of relief mingled

with some disappointment). Inca

is not a dismally boring game
by any means, yet it is not all

that exciting either.

I do admire the respect

and appreciation paid to the

ancient Incas in this title. It

was handled well, increasing

the player’s awareness of this

people’s unique heritage and,

as mentioned several times
before, the soundtrack is superb (I

went around for most of the day hum-
ming its enchanting music). Still, these fac-

tors do not outweigh the inherent weak-
nesses. In spite of its excellent presentation

and strong concept, I really did not find

mysell challenged by Inca, or sufficiently

caught up in its stor}'.

To whom then will Inca appeal? Action
aficionados will most likely be disappointed

with the low level of skill required in the

game. On the other hand, the puzzles are

also only of modest difficulty. What this

amounts to is a game that will not strongly

appeal to either action gamers or adventur-

ers. Its main audience will most likely be

gaming neophytes: tliose who are new to

computer games or are only casual players.

So, while there are those who have really

enjoyed Inca (it does offer a modest degree

of gaming pleasure), for most 1 would rec-

ommend investing one’s dollars elsewhere,

possibly in one of Sierra’s other, more satis-

fying adventures.
And, while at it, make
sure to get a copy of

the Inca soundtrack
on music CD (avail-

able Irom Sierra for

just $12.99, plus tax,

shipping and han-
dling). It offers a lis-

tening experience one
should not miss, cew
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Take Advantage of Our $5.00 Off Coupon As Well As Our Super Sales Specials!

Remember, We Get Them in First and Get Them Out FAST! Call Us Now!

0

A-Train 42

A-Train Construction Set 25
A.T.P.: Flight Commander 37

Aces of the Pacific 47
Aces of Pacific:WW2 19461 .22

. over Europe

m Sports Soccer ..

Air Dual Right Simulator

Air Force Commander ..

Air Traffic Controller

AirWamor

The Originat Multi-Media PC Sound

Standard! Includes Grolien

/ « EncylcopediaonCDRom!

.err-n Tlie SoundBlaster Pro Deluxe adds the

Tnl p,; powerfuldiniensionof$tereosound.CD

RDMinterfaceandamuttiinediairiierto

^ dl the great features of the origin^

SoundBlaster!

SoundBlaster Pro Deluxe $139.

‘•‘--J SonndBlasterlBASP $249.

Animation Studio 79

Animation Studio/Windows ....79

Armored Rst 33
Ashes of Empire 37

AutoWorks 47

Bandit Kings of Ancient China 37

Banff Springs 22
BannerMania 25
Barbie’s Design Studio 20

Barbie's Fashion Design/Co!or27

Bart Simpson's Arcade 6ame 32
Batman Returns 43
Battles of Destiny 37

Beat the House 32

Be3t%& The Beast Print Kit ..17

Betrayal at Krondor 43
Blue Force 43

Body Illustrated Dual 48
Bridge 7.0 32
Bridge Master Windows 37

Caesar 37
Campaign Mission Disk 1 22

Carmen Space Deluxe 50
Carrier Strike 43
Carriers at War 43
Carriers War; ConstmcUon Kit 37

CasUeofOr. Brain VGA 32
Castles 2 37
Celtic Legends 32
Challenge of the 5 Realms ....42

Champions 37

Chess Maniac 5 PC 43
Civilization Master Player’s ....47

Clash of Steel 43

Coaster 27

Cobra Mission 47

Cohorts 2 22
Comanche: Maximum Overkill 47
Comanche Mission Disk 1 28
ComancheiMission Disk 2 28
Combat Classics 32
Conflict in Korea 37

Conquered Kingdoms 37
Conquered Kingdoms Disk 1...27
Creepers 32

Cuckoo Zoo 33
Oaemonsgate 37

Dark Lands 42
Dark Size of Xeen 45
Dark Sun: Shattered Lands ...50

Darkseed 43
Daughter of Serpents 33
Dela Vu I & ll:Casebook of Ace

Harding 33
Design Your Own Railroad 37

Dune 2; building of a Dynasty 32
Eagle Eye Mysteries .

''''

Virtual Pilot puts fire-

power right under your

thumbs, gives you

advanced aileron and ele-

vator trim controls and

extra throttle control for

high-powered games.

Aircraft & Adventure Factory ...32

Aircraft & Scenery Designer ..37

Airport & Facilities Directory ...20

AJ's World of Discovery 32

Algeblaster Plus 32

Alone in the Dark 37

Alphabet Blocks 32

Amazon 39

Ambush at Sorinor 40
American Gladiators 27
Ancient Art of War 31
Ancient Art of War rn tne SKies 37

Call us and use your MC, Visa or Discover

800-999-7995
International 201-677-1400

Fax 201-677-9484

Methods of Payment: We accept Visa. MC, Discover Card

& Money orders. Personal checks allow 14 days to

clear. School, State & City purchase orders accepted,

Please send $2.00 for our Mission Control Communique 24

Page catalogue (free with order)

Shipping: UPS Ground ($5 minimum) / UPS Blue ($7minl-

mum) APO & FPO ( $7 minimum)

Overseas minimum $30 shipping (please fax orders)

Send money orders or checks to:

MISSION CONTROL, 551 Valley Road Su»e 211

Dept. CQW993, Upper Montclair, NJ07043

Overseas & Military Orders given special attentloni

EarthQuest

Eco-Quest2
Eco-Saunjs

37

32
27

EIRsh 57

Elvira 2;J3ws of Cerberus 43
Empire Deluxe 57

Eric the Unready

European Racer -to

F-117A Stealth VGA 47
Falcon 3.0 17

Falcon 3.0 iRgWing Tiger 27
Family Fun Pack 32
Fatty Bear's Birthday Surprise 33
Rnanciai Workshop 2.0 32
Rashback .. 35

Right 685 .. 20

Right 701.. 20

Freddy Pharkas 43
Frederick Pohl’s: Gateway 37
Front Page Sports: Football ...43

Game Maker..
'''

Geaiwor

Gods
Grammar Gremlins

Grand Slam Bridge 2

Graphic Library -Sampler ...

Great Britain Scenery

Hardball 3
Hardball 3 Stadium Disk ....

Hardball III Players Disk

Harpoon ...

Harpoon Chall. SIGNATURE
Harrier Assault

Headline Harry VGA
Heaven and Earth

Hired Guns

liKa

Incredible Machine 32
Indiana Jones IV Atlantis 40
Innocent Until Caught 37

International Golf Champ 32
Ishido' Pack 34

island of Dr. Brain VGA 32
Jack Nicklaus Tour Disk 20
Jack Nicklaus' Unlimited Golf .37

Jeopardy 25lh Anniversary 14

Jet R^ter 2 Bundle ;.47

Jordan In Right 47
Jump Jet 43
Kid Pix 37

Kid Works 32
m Works 2 37
King's Quest 6 VGA 47

S5 Ransom 37
an Conspiracy 37

L' Empereur 37

Lands of Lore Throne Chaos ..37

Legacy Realm of Terror 43
Leisure Suit Larry 5 VGA 27

Life & Death II: ’Ihe Brain 32
Links 386 Course Disk Belfry .22

Links 386 Pro 36

Links Course Barton Creek ....18

Links Course Bayhill 22

Links Course Bountiful 22

Links Course Rrestone 18

Links Couse Dorado Beach ..18

Links Course Disk:Pinehurst .22

Links Course; Mauna Kea 22
Lost Admiral 37

Lost RIes of Sherlock Holmes 47

Lost in L.A 37
Lost Treasures of Infocom 2 ..32

Lost Vikings 32
Lunar Command 37
MM 2 Dw of the Tentacle 40
Mantis: Experimental Rghter .43

Mario is Missing 32
Mario Teaches Typing 27

Math Blaster Mystery 32
Megalomania 32
Mercenaries 40

Mickey's ABC's 2.0 22
Might & Magic 4 Clouds Xeen 43
Mike Ditka Football 35

Naval Battles America Atlantic 22
Naval Battles:Scenarlo Builder 22
New Print Shop 38
New Print Shop Companion ....32

Ninja TurtlesiArcade Game ....32

Ninja TurtlesrManhattan 32
Number Munchers 22
Operation Light Storm 22
Operation Neptune 37

Out of This World 37
P.T.O 42

Pacioli 2000 V.2 32
Patriot 47

PC USA Pack 32
Perfect General 37

Prince of Persia 2

PrintShop Deluxe Windows ..

Privateer

Prophecy

Putt Putt Joins the Parade ..

Putt Putt’s Fun Pack

Quest for Glory III

Rags to Riches

Railroad Tycoon Classic

Railroad Tycoon Deluxe

Scenery Upgrade; G. Canyon ..22

Scenery Upgrade: Tokyo Japan 22
Scooter's Magic Castle 33
Scrabble Deluxe Windows 30
Seal Team 40
Search for the King 27

Secret of Monkey Island II 40
Secret Weapons Disk lor 2 .22

Shadow Caster

Shadow President .

Shan ...32

Rated #1! Readers
Choice Winner 1992
The nightstick Is

designed to took and
feel precisely like a
real Jet Joystick.

Its ergo dynamic
design and precision

engineering help you
shoot faster and
score higher. Its

tough construction

makes it the last Jet-

stick you'll ever buy!

CH Products $39.

Perfect GenBattles 20 Century 27

Pilots Power Tools 27
Pinball Windows 32
Pirates Gold ... 43

Police Quest 3 VGA 43
Populous 2 ... 40
Positronic Bridge 32

.if on Bridge

Sharif on Bridge for Windows .32

Shuttle Space Right 37

Sim Ant 37

Sim Ant Windows 37

Sim City 30
Sim CiW Windows 37
Sim Earth 37
Sim Earth Windows 37

Sim Farm 37
Sim Life 42
Slater & Charlie Go Camping ..32

Solitaire's Journey 37
Sound, Graphics Air Upgrade ..29

Space Hulk 40
Space Quest 5 37
Spaceward Ho! 37

Spear of Destiny 37
Special Operations 1 25
Special Operations 2 27
Spellcasting 301 37
SPROUT! 37

Star Control 2 37
Star Trek 25th Anniversary ....37

Starter Kit 43

Storybook Weaver 32

Street Rghter II 30
Strike Commander Speech 22
Strip Poker 3 32
Strip Poker 3 Disk 1 thru 6 ....18

Super Jeopardy 27
Super Ships of the Atlantic 22
Super Space invaders 27
Super Tetris Windows 32

Not a Clone! Genuine SoutdUaster

dipsel means lOOK SoundBlaster com-

patabifity. Indudes Nigh Periotmance

Speakers, An Ergonomically Designed

loysticK&Gameporl Software includes

Voxkit Voice UtiEties, Talking Parrot FM

Intelligent Organ, Jukebox for Windows

3.1 & Castle Wolfenstein.

Syndicate 37
Terminator 2029 43
Terminator Operation Scour ...22

Tetris Classic .... 29

Tetris Classic Windows 29
The Lost Tribe ... 27

The Summoning 37

Theatre of War 33
Tony Larussa Baseball 2 40
Tony Larussa Fantasy Draft ....16

night Control -The best joystick for Right

Simulators. Compatible vdth all flight Simula-

Stick..

Flight Control Pro.

$69.

$115.

$115.

ACM Game Card $35.

Rampart
Reader Rabbit 2 ..

Reading & Me ..

Return of the Phantom...

Scenery Collection Set A ...

Scenery Collection; Set B ..

Tony Larussa II AL/NL 19
Tony Larussa II Fantasy Draft .16
- '-

zrfaisk ....16

47
37
32

U.S.AtlasforWindows 54
Ultima 7; Forge of Virtue 22
Ultima 7; The Serpent Isle ....50

Ultima 7:The Black Gate 50
Ultima Unde Pt l;Stygian Aby 50

- 39
Adventures 37

[y Gold Juno Sword .43

V for Victory I .
47

V for Victory ll:Velikiye Luki ....47



Order Now 800-999-7995 - Now Available in Alaska, Hawaii, Puerto Rico & Canada!

International Order Line (201) 677-1400 Fax (201) 677-9484
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Circuit Grand Pfin 37

Wofid Circuit Championship ...45

World Tour Ter-'-
Where USA Carmen Deluxe ...47
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Wing Commander/Ulb'ma 6^...39

X-Wing

X-Wing Mission Disk 1
Zool

42
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37

SUPER SALES!!
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An American TaQ 19 Maelstrom 33

Ancient Art of War Skies 32 Mantis 34

Auto Map 49 Martian Dreams 37

AutoMap Windows 49 Martian Memorandum 19
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B-17 Flying Fortress 34 Maris Beacon 2 Windows 32
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BattteChessAODDSVGA 32 Midrey Jigsaw w/Scund 29

BattleChess400DV(U 29 MicroLeague Baseball 4 27

Bush Buck Adventure 19 Monopoly Deluxe Windows 32

Business Card Maker Delie 32 Mouse Mat 5

Campaisi 24 NFL Pro League Football 19

Cadibiz 10 Kinja Gaiden II 19

Command HQ 29 No Greater l^oiy 29

Crune Does Not Pay 14 (kegon Tra3 Deluxe 23

Crusaders of Dark Savant 29 Of^ FX Screen Saver 22

DskKalf 2S PapeiiMy2 19

Daikseed 33 Personnel Readyworks 39

Dmosair Des^ner 12 Race Into Space 38

Dragon's Lair 3 29 RexNebidv 32

Dream House Pro 29 Saffing Simulator III VGA 29

Dine 2 32 S<des Letter Works 39

Dvnak's Top 30 32 Secret Island Dr. Quandary 29

E^Mder 14 Serpent tsie 44

OtePhB 19 Space Quest 4 32

Eye of Beholder 3 37 Spedal Forces 29

bpert Pet Care 9 Special Operations 2 19

F-lSStrBieE^ell 19 SpoBsofWtf 29

F-IS Strike E^elll 35 Storybook Weaver 29

FaSafe Computer Ikiardian 2$ Strike Conunaider 49

Femme Fabde 2S Super Muncheis 27

FS^ Simulator 4 39 Swap 19

FK^Ptanw 19 The Humans 19
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Ceo Jigsaw 19 Tom Landry Football 19

(keat Navd Battles 39 Time Treks 32

Greens: Ultimate Golf 32 TroHs 22
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Kn^ of the Sky 19 Vaccuum Kit 19

L'Empereur 29 Ver1 of Darkness 33
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Legal Letter Works 39
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Fax 96l» Freecom 69
Miracle Plano Teacher 269
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HOT LAPS
AT A
COOL
SCHOOL

by Ken Brown
Bob Bondurant's 1.6 mile track can be combined with the Firebird

International Raceway (at right) to form a 2.6 mile course.

I
t’s not everyday that computer game magazine editors get to

drive hot laps at high-performance driving schools. You may

recall in our April issue that Electronic Arts sponsored a con-

test to promote its Car & DrzWr simulation, with the winner flying

all-expenses-paid to the Bob Bondurant School of High
Performance Driving in Phoenix. Walter Nikolic from Atlanta,

Ga., was chosen at random from over 225 entries. So he locked

The Club on his Mouse Wheel and flew to Pheonix for a driver’s

ed eourse in hyperspecd.

Our Man On Two Wheels
Visits The Bondurant School
OF High Performance Driving

The game’s producer, Paul Grace, thought about a Car &
Driver player unleashed at a performance driving school in a 5.0

liter Mustang, and decided he’d better go just in case. EA’s Fiona

Murphy, emphasizing the importance or accident avoidance in

public relations, sought to improve her skills as well.

Meanwhile CGl^publisher Russell Sipe agreed to take the trip,

and made the easy mistake of choosing me for the story since I

have automotive magazine experience and grew up next to the

Quaker State. But, alas, after working for such magazines as

Popular Hot Roddwgim(\ Ojf-Road, 1 still relegate common mainte-

nance items, like testing the engine’s PH balance and setting the

radio presets, to the service pros at Stop-N-Go.

I soon learned that the people at Bondurant know their cars—as

well they should, after being in the business for 25 years. The
school began in Orange County, Calif., moved
nearby to Ontario Motor Speedway, then settled for

a long period at Sears Point International Raceway

near San Francisco. As the school grew, Bondurant

needed more track time than Sears Point allowed.

So he “packed up all his cars, and he moved to AZ.”

Arizona, that is. Swimmin’ pools. Rodeo stars.

Cacti.

To stock the new facility, Ford gave Bondurant

all the vehicles he’d need. The running total is now around 130,

including 65 5.0 liter Mustangs, an assortment of Taurus SHOs,

SHO-powered Sables, Probe Turbo GTs, T-birds, and Crown
Victoria police cars (for law enforcement training). Ford provides

the vehicles in

exchange for Tim ultimate FANTASY DUIVINU UAMli

'

Bondurant’s product
|

testing and endorse-

ment. Other sponsors MRbDRIVER

You might win in Car &

Driver, but how wili you

do at a real trackf

include Goodyear
Tires, Simpson Safety

Equipment, Koni
shocks, Ronal wheels,

Recaro seats and
Texaco fuel.

Finally,
Bondurant has 30
100-hp rear-engined

Formula Fords to

teach all you Nigel

Mansell wannabes
how to carve a track.

The open-wheeled racers have just l600cc engines, but a much

better power-to-weight ratio than street-legal cars. A three-day

course including track time in these hornets goes for $1895, less

during the summer “off season” when the oven is on in Arizona.

Alas, the one-day high-performance driving course doesn’t allow

track time. Still, we did take some hot laps with Instructor Chad
Biggerstaff in a full-size Ford van. “It’s important to drive through

The Car & Driver confesf, co-sponsored by EA
and CCW, brought one lucky reader to

Bondurant's school.

PavL' 6S Conipiiler Gaining Work!



You've heard about it, you've read about it, now expe-

rience the breakthrough of Microsoft's® Flight Simulator®

li'.S.O with the breathtaking photo-reaiism of Mallord

Software's new scenery.

Never before seen real-time ray traced images take

you over terrain so real you'll be checking for a seat belt,

Layers of realistic clouds wisp past your screen just before

completely obscuring your vision. Shadows change

according to longitudinal and latitudinal position as the

seasons and weather change along your course.

The new satellite sceneries will take you over our

nation's capital, Washington D.C, and the natural vistas

of the west coast; Seattle, San Francisco, Los Angeles and

San Diego. These images are so detailed and so real,

you'll see what it really means to have a bird's eye view.

So look for Mallard to bring you the most exciting new
products in the coming months that will keep you on the

edge of your seat and above all the rest.

Millard,.
For more information or to order call

1-80O-WEB-FEET
© 1993 Mallard SoFlwore, Inc.



the corners in the scraighcesc possible line,” he announced,

approaching a left sweeper from the outside of the track. “Brake

into the corner to load the front end, then accelerate from the apex

to achieve max exit speed,” We were suddenly mashed into the

tight side of the van as Biggerstaff rocketed out of the corner. He
proceeded to give us an IMSA-style demo with running commen-

tary, few of us actually comprehending as he careened around the

track.

Before we could climb into our own machines, we had to spend

a little time in “ground school.” These sessions cover the basics of

proper driver posture, understeer, oversteer, braking and accelera-

tion, etc. All of the theory and techniques mentioned in the class-

room would soon be put to use on the course.

Our first exercise was in a 225-hp SHO-powered Mercury

Sable. The Throttle Steer Exercise was simple: crank the wheel to

make a tight circle, then accelerate. As the car’s speed increased, the

radius grew; decelerating, it quickly returned to the original tight

circle, demonstrating that turning radius can be controlled by var)'-

ing speed.

Exercise two was on the slalom course. Eight cones are set up at

40 feet intervals to teach handling techniques. Biggerstaff demon-

strated the ease of inducing carsickness by weaving through the

cones at 35 mph. The point of the slalom was to teach proper “bal-

ancing” techniques or a moving automobile. If the car is never

allowed to “settle” on all four tires, the resulting imbalance

becomes uncontrollable by the end of the slalom. Drivers can steer

through cones faster and with greater control by allowing the car to

“settle” for a brief moment before steering into the next turn.

After learning the technique, it was no problem running the

course in my Probe GT at 35 mph. It was more difficult at 40, but

I still managed not to nail any cones.

For our next coutse we traded in our cars for a Tempo “Skid

Car” equipped with outrigger wheels. The hydraulically-actuated

training wheels enable the car’s front or rear end to be raised,

inducing understeer or oversteer when cornering. We drove in

ovals, each student having the opportunity to recover from a seri-

ous rear-wheel skid. By steering in the direction that the car is skid-

ding, and looking where you want to go, the vehicle can be recov-

ered and driven out of the spin. The technique is easy to master,

but will cost you some tread if you don’t have a skid car or a snow-

covered parking lot.

Front-end recovery is a little less enjoyable, because steering

control is lost and the car always seems destined for a row of barri-

ers. To recover, simply brake to load the front end which regains

steering control. Nobody punched any of the plastic barriers on the

skid pad, but we did have fun doing doughnuts and 360s for a

while.

After lunch, we returned to ground school to discuss cornering,

then headed out to our next course. The staff had sec up cones with

two straightaways, an increasing radius corner and a normal half-

circle corner. As the instructors drove the course, they demonstrat-

ed where to accelerate, begin braking, iitcrease braking, turn in,

trail off steering and accelerate out of the corners.

We hopped in our own machines and descended on the track.

We were soon accelerating to high speeds on the straightaways,

then braking before entering the corner, maintaining a line

through the apex, and accelerating out to the outside of the crack.

Faster drivers began catching other cars in the straights, necessitat-

ing a brief “pit scop” to let them play through before rejoining the

race. The sound or Indy cars started roaring in my head.

Meanwhile, the instructors waved drivers into the pits to join

them for personal instruction. Rather than congratulating me for

my superb racing instincts and signing me up for a Can-Am team,

my instructor advised me to delay turning into the tight apex cor-

ner for a few seconds so I could accelerate through a shallower arc

on exit. It worked beautifully. It’s a trick ! continue to use through

my housing complex to shave precious seconds off my commute.

We then headed over to the accident avoidance course (no, not

a figure 8). One lane branches into three with a traffic signal over-

head. As your car approaches within 80 feet of the sigmils, two of

them change from green to red. You must avoid the red lanes

where an accident just occurred or a lady with a stroller just

stepped into the road. The exercise is an excellent test of response

times, hut more importantly, shows that avoiding an accident is

easier than braking for it. At 35-40mph, we couldn’t stop before

the “accident.” But, if sharp, we could steer around it in time.

Finally, we got a chance to do some real performance driving on

the autocross course. This is about a quarter mile course designed

to challenge a driver’s cornering, braking and acceleration skills.

There are a number of curved segments, corners and a slalom to

wend through, before driving the course again and stopping at a

designated point. We were timed by the instructors to compete for

fastest speed. 1 hiked up my Nomex underwear, set my jaw and

rewed up to the starting grid, visions of victoiy-circle girls and rose

wreaths dancing in my head.

I thought my first time was the new world’s record, but, incred-

ibly, my time improved with each pass. I was able to beat all the

drivers except one by a wide margin of several hundredths of a sec-

ond. One driver, though, consistently turned in the best track

times. And that man is Paul Grace, wicked nemesis of aspiring rac-

ers and suspected demon-
ic collaborator. My only

explanation was that if

this man could produce a

game as excellent as Car
d" Driver., as well as

Chuck Yeager’s Air

Combat, Seal Team and
the upcoming Seawolf, he

could hack my car to

slow it down. One day

he’ll eat my dust, but as Khan said, “revenge is a dish

best served cold.”

Aside from being a sore loser, 1 came away from the

course having learned some important lessons. You can

avoid an accident faster than stopping for it. You can

control a car in a skid. You can corner through a yellow

light at 30 mph. And, despite lOO-degree weather. Bob
Bondurant runs a very cool school. CGW
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IBM ADULT
I

Adult Reference CD $24

Busty Babes CD $32

Centerfold Squares $21

EctasyCD $32

Femme Fatale $26
Femme Fatale DD 1-3 Each $18

Jigsaw Pinups $19
Lovely Ladies CD $38

My Private Collection CD $36
PC-PixCD $40
Penthouse Jigsaw $24

Planet of Lust $12

Sex Olympics $24

Sex Vixens From Space $12

Strip Poker 3 821

Strip Poker 3 DD 1-6 Each $19

IBM HARDWARE

Acoustic Research P22 $79

Acoustic Research P42 $159
Acoustic Research P570 $319
Acoustic Research P622 $239
AdLib Sound Card $39
AdLib Gold Sound Card $149
Adv. Gravis Ultrasound $139
Flight Stick Joystick $36
Flightstick Pro $55
Maxx Cobra Flightstick $54

Media Concept $72
Pilot Control Stand $20
Pro Audio Spectrum 16 $175
Sound BIaster16ASP $219
Sound Blaster Deluxe $89

Sound Blaster MM Upgd Kit $499
Sound Blaster Pro Deluxe $129
Sound Galaxy BX2 $65
Sound Galaxy NX2 $89

Sound Galaxy NXPRO $125

Sound Galaxy NXPRO 16 $169
Snd Gaixy NXPRO MMedia $450
Snd Galaxy NXPRO 1 6 MM $575
Sound Machine $99

Thrustmaster PCS $59

Thrustmaster PCS Pro $99
Thrustmaster Game Card $27
Thrustmaster Rudder CS $99
Thrustmaster WCS Mark 2 $99
Virtual Pilot $70
Voice Blaster $69

1

IBM CD ROM
1

12 Roads to Gettysburg S48
7th Guest S56
Adventures Willie Beamish S45
Battle Chess S46
Buzz Aldrin Race Space S59
Campaign S35
Chessmaster 3000 S46
Conquests Robin Hood S42
Curse of Enchantia $26
Cyber Space $38
Day of the Tentacle $45

Don Quixote $32

Dragon’s Lair $36
EcoQuest Search for Cetus $42
European Racers $44

Eye of the Beholders $48
Fantasy Empires 836
Guy Spy Terror Deep $36
Hell Cab $52
Hi-Tech Aircraft $43
Indy Jones 4 Fate of Allantis $52

Interactive Storytime 1-3 Ea. $30
Iron Helix $60
King's Quest 5 $42

King's Quest 6 $48
Laura Bow 2 $42

‘WARLORDS 2’

brings the funand

excitement of the

firstWarlordswith

640 X 480 graph-

ics, a hidden map
option, andtotally

new Al system.

Features random

mapping for infi-

nite replayability,

troop transports

and warships for

amphibious war-

fare, and a diplo-

macy option that

provides a frame-

work for back-

stabbing. S42

‘AMAZON’ re-

captures the fun

and excitement of

the 1950's drive-

in movies. Travel

to unexplored re-

gions of the Ama-
zon, fight 10 foot

ants, and find em-

eralds stolen by

Cortez. Amazing

cinematic effects

such as multiple

camera angles,

flashbacks, pans,

and fades. Fea-

tures full digitized

voices&sound ef-

fects. S36

‘SOUND MA-
CHINE' brings to-

gether 2 of the

most popular

computeradd-ons

inone inexpensive

package. Fea-

tures a genuine

sound blaster

chipset, digitized

voiceinput/output,

full duplex MIDI

interface, built in

4W amp, volume

control, apairof 3"

magnetically
sheilded speak-

ers. and a Quick-

shotjoystick, S99

visa & MC Accepted. CODs S6. Checks Held A Weeks. Money Orders Treated as Cash.
Most Items Shipped Same Day. Shipping times not guaranteed. Chock compatibility

before you buy. Defectives replaced with same product. Offer, price & avnilabillly

subject to change. All Sales Final. 'SEE PAGE 4 FOR DETAILS
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IBM CD ROM IBM ADVENTURE

Legend of Kyrandia $49 Prince of Persia 2 $45

Loom $48 Putt Putt Joins Parade $32

Lost Treasures Infocom 1or2:$46 Return of the Phantom $42

Mantis Experimental Fighter $45 Return to Zork $38

Rebel Asault $45 Rex Nebular Cos Gen Ben $39

Return of the Phantom $42 Rex Nebular Master Edition $52

Rodney's Funscreen $46 Riftwar Legacy $39

Secret Weapons Luftwaffe $48 Ringworld $36

Sherlock Holmes 1 or 2 $44 Risky Woods $24

Spirit of Excaliber $32 Rome: Pathway to Power $32

Star Child $32 Sam & Mac $38

Star Trek 25 Anniversary $46 Screen Antics WIN $21

Stronghold $36 Secret Monkey Island 2 $38

Team Yankee 2 $29 Secret of the 7th Labyrinth $42

Ultima Bundle 859 Shadow Caster $52

Ultima Underworld 1 & 2 $52 ShadowgateWIN $34

Where in World CSD Deluxe $66 Space Quest 4 $36

Wing Commander 1 Deluxe $48 Space Quest 5 $39

Wing Commander / Ultima 6 $57 Spellcasting 101 $19

W. Commander / Ultima UW $59 Spellcasting 201 $36

Spellcasting 301 Spring Brk $34

1 IBM ADVENTURE 1
Star Trek 25th Anniversary

Star Trek: Next Generation

$36

$46

Starship $38

Adventures Willie Beamish $24 Terminator 2029 $42

Alone in the Dark $36 The Dig $45

Amazon $36 The Prophecy $36

Attack Pack $42 Uninvited WIN $34

Batman Returns $32 Where in America’s Past $37

Bloodnet $42 Where in Europe is Carmen $29

Bloodstone $36 Where in Space Carmen SD $50

Blue Force; Next of Kin $45 Where in Time Carmen $32

Castle Wolfstein-SperDstiny $37 Where in USA is Carmen SD $29

Coaster $32 Where in USA is Carmen DIx $49

Conquests Robin Hood $36 Where in World Carmen SD $32

Cyber Race $42 Where World Carmen DeluxeS52

Cybercon 3 $29 Zool 834

Dark Heart of Uukrul $34

Dark Side

Day of the Tentacle

$28

$39 IBM ARCADE
Demon's Gate $32
Dominus $39 Airborne Ranger $9

Dragon Knight 3 $49 Aliens Ate My Babysitter $32

Dragon’s Sphere $42 Amazing Spiderman $9

Dreamweb $36 Bart Simpson House Wrdnes $31

Epic $32 Bill & Ted's Excellent Adv $19

Eric the Unready $38 Combat Classics 824

Eternam $36 Cool Croc Twins $24

Flashback $33 Crazy Cars $25
Fred Pharkas Frntier Pharm $42 Creepers $34

Gateway $29 D Generation $28
Gateway 2:Homeworld 838 Dr Doom's Revenge $9

Havoc for Hire $42 Dragon's Lair 2 or 3 $34
Heaven and Earth $32 Dragon's L Esc Singe's Cast $34

Hired Guns $32 Eagle’s Rider $29

Hook $32 Eight Bail Deluxe $38
Inca $42 Fire & Forget $19

Indy Jones 4 Fate Atlantis $36 Gauntlet 1 or 2 $9

Inspector Gadget $34 Gobliiins $24

Isle of the Dead $38 Gold of the Aztecs $12

Jack the Ripper $39 Guy Spy $28
King's Quest 6 $45 Guy Spy Terror Deep $36
King’s Ransom $38 Marvei Trilogy $12
Kronolog : Nazi Paradox $42 Ms PacMan S6

Lands of Lore $36 Obliterator $6
Laura Bow 2 $36 Oil’s Well $12

Leather Goddesses $12 Pac Man $9
Leather Goddesses 2 $42 Pick’n Pile $9

Legend of Kyrandia $35 Power Hits: Baltletech $32

Leisure Suit Larry 5 $34 Punisher $9

Lords of the Rising Sun $34 S.C. Out $38
Lost Files Sherlock Holmes $44 Space Ace $32

Lost Treasures of Infocom $42 Space Ace 2 $34
Lost Treasures of Infocom 2 $29 Super PacMan $19
Magnetic Scrolls Bundle $21 Tengen’s Arcade Hits $12
Master of Orion $45 Terminator $34

Out of this World $36 The Tinies $29

Pepper's Adventure In Time $29 Thexder 1 or 2 $15
Police Quest 3 $36 Tristan Pinball $29
Police Quest 4 $46 Wrath of the Demon $21

Prince of Persia $25 X-Men2 $10
epp rrtw 1



Now, It’s In Your Lap

I just received my July issue, and wanted to

express my continued appreciation lor your

efforts to put out a better and better product.

I am fairly new to the “Gaming” world of the

1990’s, but sure think it’s improved since my
last “go-round” back in the early 80’s.

1 have a few questions and comments which

I would appreciate you responding to:

1) I made the sad mistake of putting about

$3400 into a great Texas Instruments note-

book (486 DX/25 MHz with 4 MEG HAM)
andaMAG 15 monitor. 1 thought at the time

that ! would be able to get a joystick and

external sound card, and all would be well. I

thought I could use the notebook for both

entertainment and business. It hasn’t worked

out that way. I then ordered an expansion

station from Axonix, and attempted to con-

figure a Creative Labs multimedia bundle

with the hardware. There were ol course

complications (let’s just say it didn’t work too

well, plus the longest cable Axonix recom-

mends using with their expansion station to

the notebook is about 12 inches—not very

comfortable). Forget about getting Creative

Labs tech support to help. I waited about a

week before I spoke to anyone, and then

when they called they told me I had five

minutes to work it out. I am now in the

process of trying to sell my notebook. Know
anybody that would be interested? Know any

way to sell it other than the newspaper?

Question #1 : Any other ideas to salvage my
notebook so I can play flight sim games, etc.

with full sound and CD-ROM capability?

Question #2: Could you please tell me, in

your opinion, what would be the current

“486" desktop dream machine for playing

computer games—(not a manufiicturer, al-

though I’ll take that information— 1 mean
the specifications - i.e., motherboard, VESA?,

ISA?, EISA?, Cache, ILAM, VESA Local Bus?,

Hard Drive, CD-ROM & Sound Card,

Graphics Card, Monitor, Keyboard, joystick,

etc.). Also, what about a memor)' manager?

(Another mind-blowing ha.ssle.)

Unfortunately, my experience has been us-

ing about 75% ofmy time dealing with hard-

ware and software problems, and 25% of my
time actually playing games, I’m at the point

where 1 really want to just play the games or

give up the hobby before I get more aggra-

vated then what it’s worth... I’m not looking

for any more hardware problems.

Question #3: Is “3DO” the answer to my
quest for pure entertainment? I have stooped

as low, in my desperation, as buying a Super

Nintendo and MicroPro.se’s Super Strike

Eaqle. While it’s better than nothing, it’s a

poor substitution for the real thing. Will

“3DO” be just a hyped up Super Nintendo, or

will it allow me to play the games the way they

were meant to be played in their original IBM
versions? Falcon 3.0, Strike Eagle, etc.?

Question #4: What in your opinion, would

you say is the most enjoyable flight simula-

tion game (combat) that you have played?

Question #5: Would using “OS/2" as the

operating system make it any easier to play

games without the memory management

hassles or would there be other problems to

contend with?

Please help.

Daniel Barr

Palm Beach Gardens, FL

Well, we're not sure we have all the nnstuers

foryou, but we'll sure give it a tiy. In ansiuer to

Question #1, we might suggest the following.

Genovation offers a joysticlTadapterfor laptops

(Genovation, Inc. 17741 Mitchell, North, Irv-

ine, CA 0271 4) andMediaVision offers a sound

device that plugs into one of the ports in the

notebook (MediaVision 3185 Laurelview

Court, Fremont, CA 94538).

Asfor Question 42, here are our suggestions:

486 66MHz DXJ2 motherboard (VESA Local

Bus) EISA

256K Cache RAM on motherboard

AMI BIOS (upgradable with disk)

8-16 Megabytes of70ns orfaster RAM
VESA compatible Local bus Video card with

S3 (or other co-processor).

250 jnegabyte and up, SCSI 2 Hard Drive.

SCSI 2 host adapter with cache memoiy.

MFC Level 2 CD-ROM.

SoundBlaster 16ASP w! RolandSound Can-

vas SC-7 module.

Full Thrustmaster Mark II WCSfFCS and
Rudder pedals.

20" and up CAD monitor

Use of a local movie theater with THX or

digital sound to jack into and play games in

(well, you said areatn machine”didn’t yoid).

Actually, the above may change when Pen-

tium rigs and Power PCs are more widespread.

As for memoiy managers, we just tested

386MAX version 7.0 andgot 628Koffree lower

memoty. We were initially quite hnpressed, hut

need to test it with more games.

Question #3 asked about3DO. It is really too

early to answeryour question. There are lots of
developers lined, up behind3DO and it has a lot

ofpotential. It still isn 't clear how games will be

saved on the machine or hoiu many expansion

peripherals will be manufactured to support the

base machine. We’re still watching with geat

interest.

Ifyou want to talkflightsimulators (Question

#4), most ofus still optfor Baron. Notonly

is the Dynamix game still a satisfying gaming

experience, but it even works on the 386 Note-

book our editors take on business hips!)

With regard to Question #5, we don 't really

know about OS/2. We have not had an oppor-

tunity to test it ivith games. We suspect that

memoty intensegames Strike Commander
would have complications under OS/2, but we
are not sure. Maybe some ofour other readers

can enlighten us.

Time(Iiness) Sometimes Pays

If only computer games were as promptly

produced and as bug free as CCW\ You must

get paid a fortune!

T. Madden
St. Louis, MO

We haveforwardedyour letter to ourpublisher

and picked up brochures on Pentium-based

computers and vacation homes in jamaica,

pending his response to your suggestion.

The Sci-Fi Panel

I’d like to see an issue dedicated to sci-fi

games: what’s presently out there, what’s

worthwhile and what’s to come.

Damien Kupper

Anaheim, CA

CGW #100 had an annotated list of the

sciencefiction strategygames that were available

at that time. Back issues, including 4100, are

Pui-e 72 Compiver Caiiiin^ Wtirlii
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THRUSTMASTER
WEAPONS
CONTROL SYS-

TEM MARK II’

Bringsthefunclion

of the keyboard

into yourleft hand

while your right

hand controls the

joystick. All func-

tions are fully pro-

grammable. Plug

yourThrustmaster

Flight Control Sys-

tem into the back

andprogramallits

functions as well.

The ultimate con-

trol! $99

THE CHARGE
OF THE LIGHT
BRIGADE’ during

the Crimean War,

was one of the

bravest, and
sadestincidentsin

British Military

History. Ofthe 673

men who began

the charge only

195 were fit for

action at its end.

Features a large

game area, 2

player mode, ani-

mates graphics,

strategic and tac-

tical maps. $29

‘LINKS 386 PRO’

offers SUPER
VGA graphics

and advanced
features designed

for your 386 or

486. New fea-

tures include

computer oppo-

nent, save game
option that allows

your friends to

play against you

in an existing

game. Play at

Harbour Town or

use the add on

course disks for

extra fun. $36

Visa & MC Accepted. CODs S6. Checks Held4 Weeks. Money Orders Treatedas Cash.
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility

before you buy. Defectives replaced with same product. Offer, price & availability

subject to change. All Sales Final. ‘SEE PAGE 4 FOR DETAILS

IBM ROLEPLAYING IBM ROLEPLAYING

2400 AD S9 Protostar S42
ADD Collector’s Edition 2 $45 Questron 2 $12

ADD Starter Kit $29 Ragnarok $34
Bard’s Tale Construction $27 Realms of Arkania $37

Black Crypt $32 Red Crystal $38

Bloodwych $15 Rings of Medusa $24

Buck Rogers $12 Savage Empire $34

Captain Blood $12 Sea Rogue $29
Captive $30 Secret Silver Blades $15

Celtic Legends $32 Sentinel Worlds 1 S9

Challenge of 5 Realms $44 Shadow Sorcerer $12
Champions $37 Shadowiands $29

Champions of Krynn $19 Sleeping Gods Lie S22
CHARACTER EDITORS Ea. S16 Space 1889 $12

Cobra Mission $49 Space Inc $34
Companion of Xanth $36 Space Rogue $30

Conan $16 Spacewrecked $19
Corporation $14 SpellJammer $38
Curse of the Azure Bonds $15 Spellcraft;Aspect of Valor $38
Cyber Empire $32 Spirit of Excalibur 89

Cyber Space $39 Star Saga 2 $19
Cybergenic Ranger $6 Starflighl 1 or 2 817
Dark Queen of Krynn $32 Stonekeep $54
Dark Sun $48 Stronghold $38

Dark Sun Grey Isle Exp Pak $34 Summoning $38
Darklands $39 Sword of the Samurai $12
Darklands Master Edition $51 Tales Magic:Prophcy Shdow $29
Darkspyre $32 Tangled Tales 821

Daughter of Serpents $32 Times of Lore S28
Death Knights of Krynn $21 Treasures Savage Frontier $32
Dragon Strike $12 Ultima 4 Quest of Avatar $35
Dragon Wars $12 Ultima 5 Warriors of Destiny 835
Dragons of Flame $9 Ultima 6 False Prophet S19
Drakkhen $37 Ultima 7 Black Gate 848

Dungeon Master $34 Ultima 7 Forge of Virtue $18
Dusk of the Gods $24 Ultima 7.5 Serpent Isle $48
Elvira Mistress Dark $29 Ultima Trilogy $39
Elvira 2 Jaws of Cerberus $19 Ultima Trilogy 2 $48
Eye of the Beholder 1 $19 Ultima Underworld 1 or 2 $48
Eye of the Beholder 2 $38 Uncharted Waters $42
Eye of the Beholders $42 Unlimited Adventures $38
Flames of Freedom MWI! $24 Veil of Darkness $37
Four Crystals of Trazere $26 Vengeance of Excalibur $16
Gateway Savage Frontier $32 War of the Lance $9

Gods $26 Waxworks $29
Gryphon Masters of Havlar $38 Wizardry Trilogy (1-3) $32
Hard Nova $17 Wizardry 4 $19
Heaven and Earth $32 Wizardry 5 $26
Heros Quest 1 $24 Wizardry 6 Cosmic Forge $34
Heros Quest 2 $21 Wizardry 7 Crusaders $42
Heros Quest 3 $36
Legacy of the Necromancer
Legacy; Realm Of Terror

$17
$34 1 IBM HINTBOOKSJ

Legend of Valor $39 688 Attack Sub $10
Legends of Drakka $38 A'Train $16
Lord of the Rings VI $32 Adventures Willie Beamish S10
Lord of the Rings V2 $37 Bard's Tale 1-3 Each $10
Loremaster $39 Bargon Attack $10
Lost Tribe $29 Blue Force: Next of Kin $10
Lure of the Temptress $37 Buck Rogers Countdown 810
Magic Candle 1 $12 Castle of Dr Brain $10
Magic Candle 2 $19 Champions of Krynn $10
Magic Candle 3 $38 Civilization $16
Martian Dreams 837 Conquests Robin Hood $10
MegaTraveller $9 Conquests of Camelot $10
MegaTraveller2 $19 Countdown $10
MegaTraveller3 $39 Curse of the Azure Bonds $10
Metal and Lace $49 Dark Queen of Krynn $10
Might S Magic 2 $33 Darklands $14
Might & Magic 3 $24 Darkspyre $10
Might & Magic 4 Clouds XeenS36 Death Knights of Krynn 810
Might & Magic 5 D Side XeenS42 Drakkhen $10
Murder $29 Dungeon Master $10
Qbitus $19 Dynamix Great War Planes $16
Pirates 89 EcoQuest Search ForCetus 810
Pirates Gold $42 Elvira 1 or 2 310
Planet’s Edge $34 Eye of the Beholder $10
Pool of Radiance $15 Eye of the Beholder 2 $12
Pools of Darkness $38 Eye of the Beholders $10
Prophecy 1 $12 Fred Pharkas Fron Pharm $8
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available for $4.60 each (including shipping

andhandling). We do hope to take another look

atfarfiiture games in the nearfuture, hut have

not currently scheduled the section.

Lowest Common Denominator

Regarding rhc editorial in issue 1 08, 1 feel

chat computer games have already reached

the lowest common denominator. Why com-

puter games aren’t like 'fV, however, is be-

cause the LCD computer gamer has more

intelligence and education than the LCD TV
audience. As “interactive” media and

cheaper, casier-to-use computers become

more prevalent, these LCD numbers may
very well converge.

Glen Cox

Fort Collins, CO

The curious question about this convergence is

whether the 500 chatinels which are regularly

predicted by media pundits will offer more va-

riety (because the delivoy system of entertain-

ment on demand will allow the

information/entertainment providers to moni-

tor the success of hidividual games/programs

more precisely) or less variety. Will the diffusing

ofinterests between 500 channels allowfor nar-

rowcasting where special interests arc better

served or will information providers simply seek

out big numbers as in the broadcast model. We
hope that the new media willfollow the narrow-

cast model and allow for a wider variety of

interactive programming.

Ifthe new world ofi)iteractive mediafollows

the broadcast model, we are liable to endup with

arcade-style "shooters" (naming, jumping, die-

a-lot games) that are )iot suited to the response

times ofinteractive television, interactive movies

(that are veiy likely to he bad movies ivith

artificial choices) or hack 'n slash CRPGs that

may use special effects gore to offset their lack of

interesting stoty. With the narrowcast approach,

there might be a chance to see truly interesting

stories with characters played by real people

interwoven into the interactive experience.

There might be opportunities forfantasy sports

leagues imerefianchise owners get video replays

of what "their" players did the night before.

There could be electronic villages (cyburbs)

wherepeople interact in video in much the same

way computer users with modems can interact

in on-line games on today's networks. Right

}iow, itjust isn 't clear.

The Pornbroker

The article on page 99 of the June 1993

issue, entitled “Memory Management and

System Configuration lor MS-DOS Games,”

is accompanied by a still scene from a porno-

graphic film. Besides the fact that I find this

personally offensive, it is totally unnecessary

to the message of the text, juvenile and ex-

tremely sexist. It is obvious that some of your

writers and editorial staff do not think that

women may be readers (and purchasers) of

this magazine.

Ifyour publication intends to continue this

practice, 1 would veiy much like to know, so

that I may stop buying them and start a

boycott. I am very much a believer in Ireedom

ofspeech and freedom ofthe press. However,

I am not a believer in the suppression and

exploitation of any group ol people, and

women are people. If I wanted to view por-

nography, I would have bought a porno-

graphic magazine.

1'ina Schumann

Seattle, WA

First, let us be vety clear that the screoi was

from a computer game and notfivm a porno-

graphic movie. Second, the scene was supposed

to be ironic in that the women involved were

supposed to look like they were interested in

sexualfrolic but were realty after Les’ knowledge

ofextended and expanded memoty. So, in actu-

ality, the scene was spoofing a sexist position as

opposed to exploiting it. Third, theCGW edi-

tors and writers do tFiink women are people. We
have severalfemale writers to this magazine and

our art director is a woman. We aren 't exactly a

bastion ofsexism atCGW, hut ifwe ever decide

to change theformat and start distributing ex-

clusively to small stores with lots ofvideo booths,

we’ll letyou know.

Who’s The Boss?

In the reviews of games, there should be

some kind ofgrade or point scale established.

This way, I would be able to tell if the re-

viewer would really recommend the game.

Sometimes, it is hard to read what their over-

all opinion of the game is.

Biyan Wiley

Wichita, KS

The magazine is great, but I wish you could

give some kind ofscore or grade at the end of

the reviews for each game you review. It is

sometimes hard to read through your writer’s

babble.

Brandon Valeriano

La Mirada

Maybeyou needa babblefish?Actually, that’s

Babelfish (named after the infamous tower in

Geticsis). Anyway, there are severalgood reasons

why we choose not to let our reviewers usepoint

systems. First andfore)nost, lue respect our read-

ers too much to do so. Thejob ofa reviewer is to

critically appraise a game luiih enough detail

and color to allow the render to decide ifthat

game isfor him/her. The reviewer shoidd not be

a gaming demigod who decides luhether the

reader should buy thatgame or not. Reviewing

is enlightejiing opinion and numerical evalu-

ations tend to cast that opmion into stone. Sec-

ond, we value the ratings given by our readers.

Hence, the treatment ofthe Top 100. We would

not want to be in a position ofputting our

reviewers' opinions over the wider sampling of

opinion. Third, the use ofnumericalevaluations

tetids to discourage reading the revicius them-

selves. Since we tty to take great care in writing

these reviews, we certainly don ’t want to under-

cut ourselves byproviding an incentivefor read-

ers to skip theprose. In short, we don 't think our

readers really need to he told what to think. We
just try to provide plenty ofsubstancefor them

to cogitate upon. That, it seems, is the task of

good writing, cgw

"ALRIGHT, STEADY EVERYONE. MARGO, GO OVER TO TOMS PC
AND PRESS 'escape;... VERY CAREFULLY."
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*
Shipping (o US,PR,AK,HI,APO & FPO S4 per prder. Air Mail to Canada S6 per order. Handling S1 per shipment.

2 Business Day Air US $6 per order; PR, HI $12 1st Item •$2 ea. add'l; AK $19 let item •$2 ea. add'l. Handling $1 per shipment.

Europe, S. America Air Mall $19 1st Item + $6 ea. add’l. Asia, Australia, Africa, Air Mall $25 1st Hem .f $6 ea. add'l. Handling $1 per shipment

PO Box 234
Rochester, VT 05767

Call 800-699-4263

Int'l 802-767-3033

Fax 802-767-3382

IBM HINT BOOKS

Free DC S10
Gateway Savage Frontier S10
Global Conquest S21

Gobliiins S10
Gunship2000 S16
Hard Nova S10
Harpoon $16
Hero’s Quest 1-3 Each $10
IndyJones 4 Fate Atlantis $10
Island Of Dr Brain $10
JelfighlerZ.O $16

King's Quest 1-6 Each $10
Laura Bow 2 $10
Leisure Suit Larry 1-5 Each $10

Lemmings $21

Loom 810

Lord of the Rings VI 310
Lord of the Rings V2 $6

Lost Files Sherlock Holmes $10
LucasArts Adventure Book $16

LucasAhs Air Combat $16

Magic Candle 2 or 3 $10
Manhunter N.Y. or S.F. $10

Might & Magic 3-5 Each $16

Patriot $16
Pepper’s Adventure in Time $8

Planet's Edge $16
Police Quest 1-3 Each $10

Pool of Radiance $10

Pools of Darkness $12

Powermonger $10

Protostar $8

Quest For Clues 2-5 Each $21

Quest For Clues 6 $12

Railroad Tycoon $10
Rex Nebular Cos Gen Ben $14

Secret Monkey Island 1 or 2 $10
Secret Silver Blades $1

0

Shadow Sorcerer $10
Simearth $16
Simlife Official Strategy $16

Space Quest 1-4 Each $10

Spellcasting 101 or201 $10
Star Trek 25th Anniversay $10

Strategy Plus Issue 10 or 11 $8

Strategy Plus Issue 12-33 Ea. $5
Strike Commander $16
Stunt Island $16
Summoning $16

Tales MagicrPrphecy Shdow $12

Time Quest $10
Treasures Savage Frontier $10

Tunnels & Trolls $16
Ultima4-6 Each $10
Ultima? $12

Ultima 7.5 Balancing Scales $16
Ultima Avatar Adventures $1

6

Ultima Underworld 1 or 2 $12

VVictory $16
Wizardry 6 Cosmic Forge $12
Wizardry 7 Crusaders $16

Yeager Air Combat $16

IBM WAR GAMES

Air Raid Pearl Harbour $22

Ambush at Sorinor $42
American Civil War VI -3 Ea. $22

Battle Stations $20

Battle of Auslerlitz $12

Battle of the Atlantic $36
Battles of Napoleon $24

Battleship Bismark $26

Blitzkrieg Ardennes $19

Bloods Iron 852

Blue and the Grey $42

Borodino Napoleon Invades $29

Bravo Romeo Delta $29

CW No Greater Glory $21

Campaign $39

Cirrip Rp,^Hpr Service if42

‘CONQUERED
KINGDOMS
SCENARIO DISK
1’ gives you 14

captivating new
scenarios for nov-

ice and expert

piayers. Features

island and iniand

batties, new strat-

egies to empioy,

modem play, new

terrain type, and

complete scoring

history. If you

think dragons are

tough, wait until

your reach Castle

Oxbow. $25

DREADNOUGHTS
accurately models

the looks, specifi-

cations andtaclics

of fighting fleets

during the great

age of the battle-

ship. Includes 7

scenarios such as;

Coronel (1914),

Falklands(1914),

Jutland (1916)

and Dogger Bank

(1915). Features

a menu interface

for entering com-

mands, external

3Dview,&hidden

movement. $39

In ‘BATTLES OF
DESTINY’ you

muslseekoutand

destroy up to 3

opponents in or-

dertoconquerthe

world. Features

modem play, air,

ground and naval

combat, challeng-

ing artificial intelli-

gence. 22 differ-

ent units to con-

struct, more than

20 worlds to con-

quer. campaign

style play, and a

complete player

history. S36

Visa & MC Accepted. CODs S6. Checks Held 4 Weeks. Money OrdersTreatedas Cash.

Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility

before you buy. Defectives replaced with same product. Offer, price & availability

subject to change. All Sales Final. ‘SEE PAGE 4 FOR DETAILS

IBM WAR GAMES IBM STRATEGY

Carrier Strike $39 Caesar $36

Carrier Strike Exp Pak $19 Campaign 2 $36

Charge of the Light Brigade $24 Capitalist Pig WIN $36

Conflict: Middle East $32 Carriers at War $37

Decision at Gettysburg $19 Carriers at War Expansion S37

Dreadnoughts $39 Carriers at War 2 $50

Dreadnoughts Bismark $29 Castles 2 $36

Dreadnoughts Ironclads $29 Civilization S32

Dreadnoughts Deluxe $89 Civilization Master Edition $48

Fifth Eskadra $22 Clash of Steel $42

Fleet Med $27 Cohort 2 $18

Frontline $13 Conquered Kingdoms $36

Gary Grigsby Pacific War $48 Conquered Kingdoms Seen 1325

Gary Grigsby War in Russia $48 Conqueror for Windows $39

GeUysburg;Turning Point $36 Conquest of Japan $36

Grey Seas. Grey Skies $19 Crime City $13

Halls of Montezuma $24 Detroit $36

Harpoon $25 Diplomacy $12

Harpoon Battle Set 2 or 3 $19 Discovery Step of Columbus $34

Harpoon Battle Set 4 $24 Dune 2 $44

Harpoon Challenger Pak SE $49 El Fish $41

Harpoon Designer Series $17 Empire Deluxe $37

Harpoon Designer 2 $25 Empire Deluxe WIN $35

Harpoon Scenario Editor $27 Fantasy Empires $36

High Command $45 Fields of Glory $36

Line in the Sand $20 Global Conquest S34

MacArthur’s War $9 Global Domination $36

Main Battle Tank C Germany $36 Gobliiins 2;Princes' Buffoon $24

Man of War $36 Inindo $37

Mare Nostrum $26 Koshan Conspiracy $32

Marianas Turkey Shoot $14 Kye Deluxe WIN $26

Midway 812 Lemmings 2: The Tribes $32

Northern Fleet $36 Liberty or Death $37

Operation Overlord $29 Lost Admiral $19

Pacific Storm Midway Cpgn 836 Lost Admiral Enhanced $44

Pacific Storm Solomon Cpgn $36 Lost Admiral Scenario Disk $23

Panzer Battles $12 Mega Lo Mania $31

Patriot $44 New World Order $38

Patriot Battle Set 2 824 Nobunaga’s Ambition 2 $37

Patriot Scenario Editor 827 Pacific Theater Ops $42

Patton Strikes Back $12 Paladin 2 $34

Prelude to Jutland $26 Perfect General $32

Rising Sun $26 Perfect General Seen 1 $21

Road Sumter to Appomattox $45 Perfect General Seen 2 $23

Rommel Battles For N Africa $24 Perfect General 2 $44

Second Front $21 Populous 2 $38

Seventh Fleet $36 Powermonger $34

Storm Across Europe $12 Railroad Tycoon $22

The Great War $36 Railroad Tycoon 2 $52

Third Reich $27 Red Zone $32

To The Rhine $36 Robo Sport WIN $34

Typhoon of Steel $12 Romance 3 Kingdoms 1 or 2 $42

UMS2 $16 Rules of Engagement 2 $38

UMS2Civit War $24 Second Conflict WIN $34

UMS 2 Desert Storm Seen $24 Seven Cities Gold 2 $38

UMS 2 Planet Editor $16 Shadow President $39

V Victory; Gold. Juno, Sword $44 ShadowGate WIN $32

V Victory: Market Garden $44 Sid Meir's Civil War $58

V Victory: Utah Beach $44 Siege $21

V Victory: Velikye Luki $44 Siege Expansion Disk 819

Victory at Sea $37 Siege With Exp Disk $24

War in the Falklands $26 Sim City 2000 $43

Western Front $36 Simfarm $41

White Death $19 Soldier of Fortune $42

World War 2 $39 Space Hulk $38

Spaceward Ho! DOSAViN $38

1 IBM STRATEGY 1
Star Control 2

Star Legions

$36

$38

StarMaster $46

A Train $34 Sub Version $36

A Train Construction Set $23 Task Force 1942 S39
Air Force Commander 319 Tegel's Mercenaries $38

Airbucks $36 Tegels' Mercenaries 2 $44

Archon Ultra $30 Unnatural Selection $32

Armada 2525 S29 Vikings Fields of Conquest $37

Ashes of Empire $48 Visions of Aftermath $24

Battle Isle $32 War in the Gulf $38

Battle Isle Scenario Disk $22 Warlords $12

Battles of Destiny 836 Warlords 2 $42

Breach 3 $36 When Two Worlds War $42

Buzz Aldrin Race into Space $42 Worlds at War $19
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Best Of The Rest

Applying A Little Strategy

hy Chuck Miller

Games of strategy take ntimeroiis forms, from flill-blown war-

games to simple coffeetable games. One thing they all have in

common is that they put one’s mind to the test, forcing the

player’s gears of logic into motion. Since strategy is the focus of this

issue, our efforts in this column will be devoted to examining three

strategic shareware offerings: STELCON 2469, Search & Destroy 2.4

and Scorched Earth 1.2. Each game has a military theme, though the

implementation is significantly varied. So, with gears churning. .

.

of future releases. All correspondence should be directed to: Siliconis,

c/o Vli Truong, PO Box l46, Canoga Park, CA 91305.

Those desiring extended hours of space wargaming will not be

disappointed with STELCON. It offers this in a sufficient dose.

However, if one prefers more brief mental challenges, the following

titles offer a much more appropriate fare.

Hey! You Sunk My. .

.

A Game Of Stellar Proportions

Those who enjoy diversions focusing on stellar exploration and

conquest will find STELCON 2469, a space strategy/wargame from

Siliconis, much to their liking. In STELCON, one assumes the role

of the omnipotent emperor of a small but loyal planetary society

seeking to extend the reach of his authority across the far

reaches of the galaxy (similar to the commercial titles Star

CommandzM Stellar Crusade). As such, the player’s mission

is to expand the reaches of his or her power through the

development ofnew technology and the conquest of neigh-

boring star systems. Properly managed, one’s forces will

gain the victor’s laurel by the complete eradication of all

opposing forces in the galaxy.

Currently at version 1.7.1, STELCON the war-

gamer a gaggle of features. Graphics are provided in 256-

color VGA and, while not ^«/Vestate-of-the-arr, provide an

attractive playing environment. The interface—employing

a combination of mouse, menu and keyboard interaction

—

is intuitive and relatively user friendly.

The greatest development efforts have been invested, appropriately,

in the mechanics of the system. Though easy to learn, STELCON
itself is very complex, with support provided for five players, either

computer or human, and with a selection of three levels of computer

difficulty. In addition, six classes of ships are available to would-be

galactic emperors, offering design improvement with the escalation

of technology. Documentation, while clearly presented, is quire ex-

tensive and bears careful reading prior to play.

While the game does have some weaknesses, the greatest single

drawback in tlte current version ofSTELCON is its complete lack of

audio support, Though space is a relatively “quiet” place, this does

not translate well into exciting play (full Ad Lib and Sound Blaster

support is promised for future ver-

sions).

Requirements for STELCON
modest. An MS-DOS compatible

machine is necessary, 286 or better,

with 640K RAM, VGA/MCGA
graphics, 128K XMS RAM, and a

mouse. Shareware registration is

$20.00 (US funds), required after

20 days of use. With registration,

the player will receive the latest ver-

sion of STELCON imA notification

Ifone’s militaiy gaming is limited to activities more akin to floating

ships in the bathtub. Search & Destroy Version 2.1 will be more to

one’s liking. Primarily a Battleship c\on<i. Search & Destivy o^txs the

familiar “grids” where the player and his computer opponent place

their fleet of five vessels, then attempt to locate and destroy each

other’s ships without radar. Like the boardgame equivalent. Search dr

Destivy requires little time to mas-

ter. Finding and destroying the en-

emy before being destroyed oneself,

however, is a different and more

difficult matter.

Search & Destroy the player

a fair amount of configurability.

Since its original release, multiple

levels of computer firing logic have

been added, as has automatic and

repeat ship deployment. Several lev-

els of play are provided, including

those that take into account the size

of the remaining ships on the board. Sound support is user configur-

able, offering traditional sounds for explosions and the like, plus

digitized “win” and “lose” sound files, along with the option of

employing one’s own digitized effects. Level of play and sound

options are stored each session, negating the need to reset them each

time play is resumed.

In all. Search dr Destroy is a competent digital version of the classic

Battleship boardgame. For a minimal $10.00 registration fee, it is a

real bargain no self-respecting “bathtub admiral” should ignore. To
register Search & Dcstivy, send a check or money order in US funds

to: Randy Baron, 200 East 89th Street Apt. 25-A, New York, NY
1 0 1 28. Upon receipt of the registration fee, the player will be mailed

a code number (that disables the shareware reminder) and will be

entitled to receive the next version of the game by mail.

Please include the version number (listed in the “About

Box”) when registering.

Tanks For The Memories

Another “less demanding” strategic title, and my favor-

ite of this trio, is Scorched Earth. A modern version of

one ofthe oldest computer games around. ScorchedEarth

is a simple, yet addictive title. The goal is a very basic

one: destroy the enemy tank(s) before being destroyed.

There is no hassle of troop and vehicle deployment, just

the simplicity of aiming and firing.

Hi
lllllllllllllllll^

,

STELCON

Search & Destroy
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FREE GAME WITH YOUR $75 ORDER*
Shipping to US,PR,AK,HI,APO & FPO S4 per order. Air Mail to Canada S6 per order. Handling SI per shipment.
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PO Box 234
Rochester, VT 05767

Call 800-699-4263

Int'l 802-767-3033

Fax 802-767-3382

IBM SIMULATION

AT P Flight Simulator 2.0 $29

A.T.A.C $30
A10 Avenger $46

A320 Airbus $44

Aces Over Europe $42

Aces Europe Mission 1 or 2 $27
Aces of the Pacific $42

Aces Pacific Mission Disk $27

Air Combat Classic $45
Air Duel $38

Air Warrior SVGA $35

Das Boot Submarine $12

FI 17A Stealth Fighter $42

FI 5 Strike Eagle 3 Aces Pak $52
F15 Strike Eagle III $44
Falcon 3.0 $48
Falcon 3 Sceni Fighting Tgr $24
Falcon 3 Seen 2 Mig 29 $25
Graue Wolfe $42

Great Naval Battles $44

Great Nav Bat America in All $21

Great Nav Bat Super Ships $19

Great Nav Bat Seen Builder $28
Gunship2000 $37
Gunship 2000 Scenario Disk $24

Iron Helix $49

Jump Jet $39

Land Sea Air Trilogy $12
Land Sea Air 2 $29
Mantis Experimental Ftr $39
Maximum OverKill $44
Max Overkill Mission 1 or 2 $28
MegaForIress $12

Megafortress Mega-Pak $38

Megafortress Mission 1 or 2 $26
Pacific Strike $52

Privateer $52
Rags to Riches $36
Red Baron $36
Seal Team $42

Secret Weapons Luftwaffe $34
Strike Commander $48

Strike Commander Speh Pak $24

Stunt Island $37

Sub War 2025 $42
Syndicate $48
Task Force Admirals Pack $52
Tie Fighter $46
Tornado $52
Ultrabots Sanction Earth $39
Voice Commander FI 17A $18

Voice Commander FI 5SE3 $18
Wing Commander $19
Wing Commander 1 Deluxe $48

WC Secret Mission 1 & 2 $20
Wing Commander 2 $48
W C 2 Operation 1 or 2 $22
WC2SpeachMod $13
WingCommander Academy $42
World Circuit $32

X-Wing $40
X-Wing Mission Disk 1 $24

Yeager’s Air Combat $21

IBM SPORTS

APBA Baseball $24
APBA Basketball $34

APBABowling $14
APBA College Basketball $32

APBAFootball $34
ATP Tennis $34

Action Sports Soccer $26
Basketball Challenge $28
Daily Double Horse Racing $1

9

David Robinson NBA Action $44
Front Page Football $39

Front Page Football Pro $42

Greens $34

Hardball 3 $34

'CARRIERS AT WAR 2’ offers more tension and excitement.

Features eight new scenarios, some hypothetical, others con-

troversial; an improved war room intelligence system: and

tougher artificial intelligence. $50

‘SECOND CON-
FLICT’ is a game
ofinterstellarstrat-

egy&conquestfor

windows. Control

all aspects of the

economy, military,

and civilian popu-

lation. Allocate re-

sources to pro-

duce battleships,

planetary de-

fenses, stealth

ships, transports

and missiles. Fea-

tures multiple hu-

man & computer

players, & a sce-

nario editor. $34

‘SOUND GALAXY NX PRO 1 6’ supports the 5 most popular

sound cards. Features CD ROM interface. 16 Bit stereo

playback with 20 voices at up to 1 4.4 KHz, volume control, midi

interface, game port, 4 watt amp, and software setup. $1 69

visa &MC Accepted. CODsSS. Checks Hold 4 Weeks. Money Orders Treated asCash.
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility

before you buy. Detectives replaced with same product. Offer, price & availability

subject to change. All Sales Final.

IBM SPORTS IBM TRADITIONAL

Hole in One Mini Golf Delux $9

Jack Nicklaus Signature Ed $42

Joe Montana Football 2 $42

Lance Haffner Baseball $36

Lance Hallner Boxing $36

Lance Haffner College BBall $36

Lance Haffner Football $36

Lance Haffner Hockey $36
Links $29

Links Courses 1-7 Each $17
Links Pro 386 Golf S36

Links Pro Course Disk 1 or 2 $19
Links Pro Course 3-6 Each $20
Madden Football 2 $32
Michael Jordan Flight Sim $38
Microleague Baseball 4 $31

Microleague Basketball $28
Microleague Football 520

Microsoft Golf for Windows 539
NFL Challenge Premium Ed $59
NFL Football $31

NFL Pro League Football 92 $24
NFL Video Football 539
NHLPA Hockey $38

QuarterPole $39
Tony La Russa Baseball 2 $36
Tony La Russa 2 '92 Teams $1

2

Wayne Gretzky Hockey 3 $39
Wayne Grestky Leag Sim. 2 $29
Wilson Pro Staff Golf $23
World Class Soccer $28

IBM TRADITIONAL

3D Pinball $10

3 in 1 Players’s Pack $9
3D Pool $12
Amarillo Slim’s Poker $12
Amarillo Slims 7 Card Stud $10
An American Tail Coloring Bk$19
Armada Villa Crespo CB $10
Backgammon By George WIN $9

Baseball Card Collector $18
Baseball Facts $10
Battle Chess 4000 SVGA $36

Battle Chess 4000 VGA $32

Battle Chess $19

Blackjack $9

Blackjack WIN $12

Bridge 7 $29
Bridgemaster $29

Caesars Palace $9
Caesars Palace WIN $15

Casino Game Pak WIN 832

Casino Master WIN $25

Casinos of the World $32
Checkmate DCSAYIN $36
Chess Net WIN $9

Chess X Colossus $9

ChessManiac 5 Billion & 1 546
Chessmaster 3000 WIN $38
Classic 5 DCSAVIN $32
Clue $12
Cfibbage King/ Gin King $19
Crossword Creator $12
Dealer’s Choice $29
Demon Blue $10
Dr Floyds Desktop Toys $22
Dr Thorp's Blackjack $32
Dr Thorp’s mini Blackjack $10
Dr Wong's Jack & Video Pkr $1

0

Edward CThorpe Black Jack 89
Electric Jigsaw $12
FS-Pro $21

Faces Tetris 3 $15
Family Crossword Puzzles 828
GO Master Ver 5 WIN $39
Gambit $38

Game-Maker $49

Go Master DIx Ver 5 $89

Go Master Ver 5 $39

Go Master Dlx Ver 5 WIN $79

Grand Slam Bridge 2 $32

Grandmaster Chess $32

Home Alone 2 $26

Home Casino Spectacular $9

Hong Kong Mah Jong Pro $32

Hoyle’s Book Games V4 $29

Jeopardy lor 2 S9

Jeopardy 25th Aniversary 815

Jeopardy Sports Edition $7

Jeopardy, SuperTalking $21

Monopoly Deluxe DOSAVIN 529

Omar Sharif on Bridge $37

Scrabble Deluxe DOSAViN $26

Solitaires Journey $36

Super Tetris $29

Terminator Chess $34

Trump Castle 2 $12

Trump Castle 2 DD 1 or 2 $4

Trump Castle 3 $34

Virtual Reality Studio 2 $64

Wheel of Fortune 2 or 3 $9

Wheel of Fortune Gold $15

FREE GAME OFFER

spend the specified amount on any
in stock software and choose a

free game from the corresponding

listbelow. Offersubjecttochange

or cancellation without notice. Valid

from July 15 through September

15 or while supplies last.

SPEND $75

4th and Inches

Airborne Ranger 5.25

Artura

Big Business 5.25

Backgammon by George
Bravo Romeo Delta

Gunship 5.25

Obliterator

Pirates 5.25

S.C. Out

The Tines

Xenocide

SPEND $100

MacArthur's War
Dragon Force 5.25

Defender of the Crown
Grandmaster Chess

Hole in One Mini Golf Deluxe

Sentinel Worlds

Blackjack for Windows
Video Poker for Windows

Operation Combat
Covert Action

Panza Battles

War of the Lance

Dark Half

Patton Strikes Back

Railroad Tycoon 3.5

SPEND $200

Bridge 7

Cardinal of the Kremlin

Lost Admiral

Warlords 5.25

Dune
Allied Forces

Red Storm Rising



One can jump right into Scorched

Earth without taking time to read

the rather extensive (documentation

(some 63 p^igcs worth!}. It is a sim-

ple game to get the hang ol playing.

However, to gain the hillcst amount
of enjoyment, one should at least

skim the provided material, as there

are manilold features hidden within

Scorched Earth that make the game
easier and more fun to play.

To dive right into Scorched Earth, Scorched Earth

one simply needs to run it. (If

SVGA graphics arc available on

one’s system, by all means select that mode—these higher resolution

graphics are quite good.) Play begins with the random generation of

the current level, creating the terrain and determining the location of

the player’s tank and that of the enemy (up to 10 players are sup-

ported). Number ol opponents, the skill level of each computer

player, type of terrain, .sound effects, graphic resolution, and a myriad

of other options can be selected by the player, with the ability to save

one’s settings for future sessions. This is definitely the most configur-

able version of this game I have come across and, I would add, the

most playable and addictive.

Each game is comprised of ten rounds against one’s opponcnt(s). A
winning round provides the victor with a victoiy purse which may be

immediately invested in improved weapons, or accumulated tor more

substantial purcha.ses later. During play, one’s main concern is de-

stroying the enemy as quickly as possible, knocking out his tank before

the player’s tank can be targeted and destroyeci. Success demands

accurate adjustment ot angle and power ot fire, and compensation tor

wind velocit)' and intervening objects. A correct determination greets

the player with the colorful, fractal-graphic destruction

of an opponent’s vehicle.

Overall, Scorched Earth, is a bargain for its modest

$10.00 registration fee, providing the player with his or

her password (deluxe registration is available only in the

US at $20.00, offering the player the most recent ver-

sion of the game and a complete loose-leaf copy of the

manual. Please specify disk size). A Spanish version is

also available for the same price.

So, if you want a chance to .scorch the enemy in an

enjoyable game, register Scorched Earth with Wendell

Hicken, 59 Esperanza Apt. M, Sierra Madre, CA
91024. Plea.se send payment in US funds only.

That’s it for this installment. Games reviewed in this column are

available through numerous distributors of shareware and public

domain software, as well as on many national and private on-line

sei'vices. If you do not have access to these services, you can usually

write or call the game developer for an evaluation copy. And remem-
ber, if you find a shareware program enjoyable, please register it with

the author. Until the next time, great gaming!

Send Us Your Best

If you have authored a shareware or ptiblic domain game for

MS-DOS compatible, Macintosh or Amiga computers and would
like to have it considered for review in this column, please send two

complete copies (preferably on 3.5" disks) with documentation and

a cover letter to:

Best of the Rest

Computer Gaming World
130 Chaparral Court, Suite 260
Anaheim Hills, CA 92808. cgw

We've Outdone Our Only
Competition... Ourselves.

THE AAARK II WCS™
*User Programmable
Functions
*Allows Joystick

Programmability

ThrusIMastBr*
Get Real

ThrustMaster Inc. 101 50 SW Nimbus Ave. Suite E-7 Tigard OR 97223 PHONE(503)639-3200 FAX(503)620-8094

Fane 7H
Circle Reader Service tt94

Compiaer Gamiuv World



Interaction, Relaxation,

Competition, Cooperation, Recreation,

Conversation, Education...

LarryLand"'

Join Leisure Suit Larry

ami adults from all over

in the world's first

Cyberspace Casino.

The Mall

Get the best prices

on all kinds ofstuff!

Post Office

yniiroivn

or send mailusii

SiermStampsf'

MedievaLand"''

Team up with others to

explore the dark eaves

within an active volcano.

SierraLand^'’’

Ihpfipht other Aces iii

Red Baron'P splat 'em

in PointBalf"orjust

putt around in a

/’anwof Mini-Golf

CIubHouse

A friendly place to play

Bridpe, Backi’ammnn.

Cribbiif’e, Chess and
other ftreat games.

Destination? ImagiNationi
For Your FREE Invitation To ImagiNation, Including 3 Hours Of On-Line Tme Call:

1'800'SIERRA' 1, Or Fill Out And Return The Coupon Below.

Now there's a whole new way to ha\’e fun witli your peixmal computer, i t'.s called

Inifi^Ndtion: The Cyhci'SjtHce Theme PurJf' and it’s only onTlie SicrraNetwnrk.

TIk‘ Sierra Ncuvork is on-line games and more, incluiling pnxiucK for ever^’ taste

and skill le\’el. Games range from the multi-player \-ersion of the award-winning

Red Baron ' and die critically acclaimev.1 fantasy game The Shadow of Yserhius',"

to more relaxing fare like Britigc and Qiess. Tliere’s e\'cn multi-player games for

children like Graffiti"' am! Btxtgers"’ More than 20 great games so far ~and more tocome!

But what renIN makes The Sierra Network s[iecial is the sense ofcommunity that

you get when you visit ImagiNatiorif Each night, thousands of friendly peojile gatiier

tliere to pkty games, meet new friends, <md generally have a gixxl time together.

[f you’d like to tr^'Tlie Sierra Network, ail you need is a 386 or lietter computer,

a VGA monitor, a 2400 baud mmlem, and a valid major credit card. Just send in the

ctnipon, or give us acall. We’ll give you everything you need to enter the land of

ImagiNation, and your first 3 hours -FREE;"

ImagiNation on Tiie Sierra Network. There’s no place you’ve ever been that can

compare to the fun anil friendship ofthe world’s first CyherSpaceTheme Park,

“*
I

Valuable Coti|xin
|

For your FREE Trial Membership Kit and 3 FREE hours of on-line time, just call:

1-800-SIERRA-1, or fill out this coupon, place it in an envelope, and send it to:

The Sierra Network, Offer #410, P.O. BOX 11, Oakhurst CA 93644

Yes, I have at least a 386 computer, a modem, and a valid major credit card.

If I decide to use The Sierra Network after my 3 free trial hours are up, I will

become a full member and be billed as little as $12.95 per month.’

Name

Address

Citv/State/ZIP

Dav Phone Evenina Phone

Card Number: Exoiration Date

CreditCard: DVisa DlVlasterCard American Express DDiscover

_ * Subject to current rates, terms and conditions. See rate card in membership kit for details.

I Offergoodthrough December31, 1993 ©1993TheSierraNetwork Offer#410 |

Your credit card will not be charged unless you use more than 3 hours of on-line time.

TMdesignatesa trademark of TTie Sierra Network Red Baron is a registered trademark of Dynamix Offergood until December 31, 1993 Offer available only to first time members ©1993 The Sierra Network

Offer #410

Circle Reader Service tlBB



(Continued from page 47)

the entire game. These players should have no

problem with Tentacle.

The handful of other complaints that were

leveled against Maniac Mansion, whether by

players or critics, arc clearly inapplicable to

Tentacle. Every scene in Tentacle has a score

and almost eveiy action is accompanied by

some sort of sound effect. 'I'hc animation is

smooch and plentiful, and though the char-

acters’ outlines arc still slightly jagged, they

are as minimally jagged as current VGA tech-

nology permits. The command interface has

been refined down to the now-standard nine

verbs (Give, Talk To, Push, Open, etc.) and

hot-spots in the graphic window highlight

suitable verbs for ease of selection. None of

the objects with which one interacts are so

small that it is hard to see them, and the

game’s demand for precise cursor placement

is extremely lenient.

The professional voice actors cho.scn for the

various characters arc all up to the challenge

and, without exception, add to the game. The
celebrity ofthe bunch is Richard Sanders (Les

Nesman of “WKRP in Cincinnati”) who
reads Bernard’s lines in the nebbish tremolo

for which he is known. Jane Jacobs plays

Laverne with suitable pathos, and Denny
Delk’s Hoagie sounds like a distillation of

every brain-dead mctalhead we’ve ever seen

in movies and sitcoms. Unfortunately, I can-

not say who provided the rest of the fine

voices, because the only credit LucasArts gives

is Richard Sanders as Bernard. (I had to hunt

through a promotional newsletter that came

with the game to get even the other two

names.) LucasArts did the same thing in the

CD-ROM edition of Indiana Jones and the

Fate ofAtlantis: they credited Doug Lee as

Indy and left everyone else anonymous. This

practice shortchanges both the actors and the

audience, and should be ended.

Day-O!

In the past, when I have said that a game
resembles a cartoon, I have meant it in a

pejorative sense. I have reserved this com-

ment for games that resemble the sorts of

cartoons no one ever watches, no one loves,

and no one will remember a generation down
the road. So, when I wrote that a given game
resembled a cartoon, I meant more that it

resembled “Thundarr the Barbarian” and

“Biackstar” rather than the classic animation

of old.

Day of the Tentacle is like a cartoon in the

positive sense, however.The cartoons it re-

sembles are the immortals: the LooneyTtines

gems from the 40’s and 50’s. It isn’t quite as

anarchically zany, and the characters don’t

sacrifice everything for a laugh, but if it were

(and if they did) it would not be as good a

game.

LucasArts plays the iradeoffswell. Dayoftbe

Tentacle is extremely funny without being

unplayable, logical without sacrificing the

marvelous illogic of cartoondom, and chal-

lenging without losing its sense of whimsy. It

may not hold up for 50 years, like the car-

toons that inspired it, but I expect that this

game will keep entertaining people for quite

some time to come, cow

LiNKsf386 Rivaled only
This all new LINKS 386 Pro version ofour award-winning

LINKS golfgame offers many dramatic improvements that

make playing LINKS 386 Pro more enjoyable - and gives you

exciting new golfing possibilities!

Super VGA Graphics and 386 Power!
The new LINKS .186 Pro. I'ealuring Harbour Town Golf Links, is

the first golf game specifically designed for the graphic capabiliies

and computing power of your personal 386/486 computer system.

SUPER VGA 256-color graphics at 640x400 resolution display

breathtaking views of LINKS Championship Courses. Your friends

won't believe that your computer looks so good!

A lot of listening went into LINKS 386 Pro.

Many of the new features and improvements were added in

response to direct requests from LINKS users like you! An

exciting new feature is our Unique Computer Opponent. Play a

round of golf and save your game. The new LINKS 386 Pn>

recorded every shot you made. Send your game off to your buddy

and he can play against you right on the screen, shot for shot, as if

you were right there next to him! We've also included pre-recorded

games from worthy opponents, statistics, a variety of game play

modes and much, much more.

faiiways.

stiml. aiul Ollier

sulfat es itilds iii

cxira level of

Mule iiiulfenuik

Holfers.

of the 7 exisliiif’

LINKS courses t

iipuraite your

ilie Super VGA

Over 345 combinations of Viewing Windows.
With the new LINKS 386 Pm you're not stuck with just one standard viewing window. With a few

clicks of your mouse you can split the screen giving you a real-time reverse view of your shot to

Srecn or add a scaleable top-view that displays the

flight of your ball. Scorecard, club distance chart,
. ..

terrain profile and other panels give you the Ilexibilily

to display what you want to view while playing and

you can change your viewing setup at anytime!

SOFTWARE INCORPORATED

*Aciiial Links .?S6 Pro Super VGA Save
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Gaming On The ROM
I

n reviewing Trilobycc’s The 7th Guest, we observed dirce new
development concerns faced by CD-ROM publishers; “pressed”
media, increased system demands, and added hardware compati-

bility requirements. While it is not our intention to downplay a
developer’s responsibility to thoroughly rest their products, we believe

the reader should at least be aware or the increased difficulties encoun-
tered with developing for this medium.
“Pressing,” mastering a program on disc, is similar to that of

mastering audio CDs. While a traditional disk-based game can be
copied onto a limited number of floppy disks quite readily for

beta-test distribution, transferring a large CD-ROM title to disc is

more complicated and costly. CD-based games arc developed on
systems employing massive hard drives—gigabytes in size—in order
to deal with the required volume of data. Thus, until committed to

disc, a CD tide can only receive limited testing (on .systems possessing

massive storage). Wlicn a product is ready to be pressed for testing on
its intended media, a limited run of CDs is produced. At this stage,

the game is tested on multiple systems for initial bug stomping. The
process is repeated until, ideally, a finished bug-free product is ready
for final mastering. Thus, the beta process is more difficult, lengthy
and costly to implement successfully.

Increased system demands refers to the ever increasing need for

more proce.ssing power and RAM as a result of the increased amount
ofgraphic and audio data that must be “moved” from disk to screen.

This matter poses a serious question to developens—that of the

minimum requirements for a title. Set the minimum too low, and the

product suffers; too high, and the number of gamers able to play it is

severely limited.

Added hardware compatibility requirements must also be consid-

ered. Some CD-ROM drives require proprietaiy' controller cards,

while others are more generic in their needs. Many sound cards now
employ integrated CD-ROM interfaces. Furthermore, new “stand-

ards” are constantly being established. Thus, testing a product under
every conceivable hardware configuration is a daunting, often impos-
sible task.

Clearly, we have only scratched the surface of what CD-ROM
development entails in added concerns. Yet, just possessing a basic

understanding of what’s involved in producing a CD tide can go fiir

in aiding one’s understanding of the delays and problems associated

with developing for this media.

This article was originally scheduled to run with the review of The
7th Guest in Issue 1 09. In the meantime, however, we have been able

(with the help of MediaVision and Trilobyte) to resolve the DMA
conflicts experienced with certain Pro AudioSpectrum 16 (PAS16)
sound cards. For most PAS 1 6 owners, the solution may be as simple

as changing the DMA channel employed. The PAS16 defaults to

DMA #5 on installation. In order to work properly with Guest, the

installation software for the PAS16 should be run again, selecting

DMA #3 instead. If this does not correct rhe problem, contact

MediaVision technical support to determine if you have a properly

functioning card. There have been problems with some PAS 1 6s prior

to the current revision #04 boards.

Following this “sound” advice should enable those with PAS 16
cards to fully enjoy Trilob)T:e’s hauntingly entertaining puzzler. Guest

provides a must see (and hear) experience for the CD-ROM gamer.

It is definitely worth the effort to make one’s visit to StauPs Mansion
as pleasant a one as possible, cbw

by the game itself.

Impmveil swiiif;

hulirator U) allow
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The Experience Continues...

The challenge doesn't end with Harbour Town. You can play each

of the original LINKS Championship Courses (sold separately)

with LINKS 386 Pro. Seven iniemationally-acclaimed golf courses

on your dc.sktop! Torrey Pines, Firestone South Course, Bay Hill

Club, Pinchurst #2, Troon North, Dorado Beach, and Barton Creek

with additional courses being released as fast as they are completed.

If you're a LINKS owner, you can purcha.se LINKS 386 Pw at a

special introductory price. Call us today for more infomiation.

iIJNKStA8(?

NEWS1 -800-800-4880
Call toll-free, 24-ltoiirs a daw Mnn-Siii in the U.S.

and Canada or eisil mir local .software dealer. Circle Reader Service #32

What Reviewers Are Saving about LINKS 386 Pro:
Strategy Plus:

“...with LINKS 386 Pro, Acce.ss has not so much pushed back the 'envelope' as redefined the temi

'simulation.' Right from the opening screen it’s clear that something special is happening here.”

New Features for Links 386 Pro!
'Seieii different viewiiif’ windows, with over 345 different combinations,

'inpmved dub .selection feature. • Wide, panoramic v/eiw aivin^ you a

tetterfeelfor the course. • Statistics recordedfor each player, ^ame and
iourse, with optional print out. • A "Saved Shot" feature. • Scaleable "Top

‘"Profile Weu’” which shows changes in elevation between the ball

Old the pin. • All new sounds! Supports SoundBlaster. SouiulHhister Pro,

\dlih and other compatible .soundcards RcalSound. • Impivved .swin^

lulicalorformore realistic pittiinp. • Male orfemale golfers, with 10

liffercni shin colors to chooseJmm. • Sprciuciilar te.xlHri»i}! f)//ainv’u>’s,

mt^h, sand, water not offered in other ftolf ftutnes.

“...represents a new generation of computer game. Just play it and love it.”

PC Entertainment:

“...for sheer, unadulterated realism, no golf simulation equals the performance of LINKS 386 Pro.”

“...if you’re serious about golf simulations, treat yourself to LINKS 386 Pro. And if you don't own
a 386 to run it on, youi’ve finally got a real good reason to lay out the money for an upgrade.”

Computer Gaming World:

“...if you have a fa.st 386 or 486, think of LINKS 386 Pro as a Ferrari or a Corvette.”

“...the ground texturing is dramatically realistic.”



The SelectWare System™,

The Ulfimafe Software

Demonstration System, can

expand your horizons by

providing you with a com-

plete source for accurate

software demonstrations on

virtually hundreds of products

from the leading companies

in the industry, including top

home & entertainment

publishers such as:

ACCESS

Compton’S’'’'’'

NewMedia

B Davidson."

i^^DPRDSE
SIR-TECH"
Spectrum ”

HoloByte

STRATEGIC SIMOUTIONS, INC

STOHE& ASSOCIATES'

Let the ultimate power of

The SelectWare System™

guide you effortlessly

through the selection process.

SPECIAL BONUS!

optiCDigest - a CD-ROM

on screen magazine

designed to keep you

updated on the latest in the

ever-changing world of

CD-ROM and Multimedia.

Expand your horizons by

calling 1-313 477-7340.

COMPUTER
SAMIIVG WORLD

FREE CD OFFER!



Don’t go unarmed to the software store. For more than 12 years.
Computer Gaming World has provided game hunters with the
best inloi'ination in the field. CGW is the magazine for gamers
who want more than quick overviews of the latest games.

We're loaded with the most complete reviews, new
strategies, and the best hints for the discerning hunter.

Take aim now with Computer Gaming World and
save almost $20 off the newsstand price.

Only $28 per year (12 issues).

Lock and load with your
Visa or MasterCard and call

1
-800-827-4450



As It Was Foretold

Coktel Vision’s The Prophecy

by Allen L Greenberg

P
hil is setting out on ;i quest—so is A!.

On Phil’s quest rests the heart, blood

and destiny of all humanity—Al’s quest

too. Along Phil’s quest lie the foulest and

most unspeakable horrors waiting to corrupt

his soul and consign it to the most loathsome

of faces in the deepest pics of hell—Al’s quest

likewise. Should Phil succeed in his quest, he

will be proclaimed the mightiest ofheroes. All

of humanity, together with celestial choi iiscs

of heaven, will sing his praise, just like Al.

Yet, Phil’s quest is hectet! Why? Because,

Phil acts in fulfillment of a prophecy, while Al

merely acts. Thou, noble adventurer, may

also fulfill a prophecy. Don’t he like Al!

Prophecies are available from thy local holy

person, magician or scribe. Prophecies

—

don’t begin thy quest without one..

Prophecies are, ol course, a common plot

device found in fanta.sy entertainment of all

ages. This seems odd; a hero's actions should

appear no more courageous simply because

someone once predicted them. Indeed, those

actions, once predicted, may even seem me-

chanical rather than heroic. Unfortunately,

such is the case with Sierra/Coktcl Vision’s

The Prophecy, an adventure game in which

the hero must mechanically solve a se-

ries of elaborate puz'/.les in order to

reach the conclusion.

The hero of this particular quest is

Ween. His mystical grandfather, Ohk-

ram, has charged him with the defense

of the Kingdom of the Blue Rocks

against the evil sorcerer Kraal. Hidden

deep within vatious levels of a sacred

temple arc three special grains of sand.

Byslowly gaining entrance to each level

and facing various dangers within,

Ween must recover the grains of sand

and deposit them in a special hourglass, re-

ferred to as the Revuss. Why should the tem-

ple, the sand, or the hourglass so affect Kraal

or the Blue Rock Kingdom? Someone put it

in a prophecy, so it must be true.

The Prophecy has the feel of a giant lock.

Piece by piece, the player manipulates small

sections of the lock until a door finally swings

open like an old puzzle box. Endless jewelry,

keys, statuettes and other key objects wait

behind concealed panels, themselves only ac-

cessible after the right objects have been prop-

erly manipulated, or ancient buttons have

been properly pressed. For those who enjoy

abstract puzzles given physical form, The

Prophecy w\\ prove a real joy. Increasing this

sense ofadventuring within a box, at only one

point during the adventure does Ween ven-

ture outside, after which he promptly finds

himself back inside to face another series of

cryptic devices which form the game’s finale.

While the various devices arc clearly The

Prophecy % main attraction, Ween docs enjoy

the company of several other characters. 1 wo
prune-faced, dance-happy twins volunteer to

carry Ween’s luggage, which they handle

somewhat less than dependably. A wise friend

named Petroy is an expert in obscure lan-

guages. Perhaps the most charismatic charac-

ter in the game is Urm, a domesticated

vampire hat whose appetite for fruit long ago

replaced his lust for blood. There is also a

temple guardian suffering from a magically

induced case of senility, as well as the myste-

rious Opale who appears to Ween in occa-

sional visions. A copper ball becomes Ween’s

mute companion, which is capable of trans-

forming into several useful objects provided

the hero is able to locate the items necessary

for it to do so. Players will spend quite a bit

of time transform-

ing this ball from
I

THE PROPHECY

TITLE:

PRICE:

SYSTEM
REQUIREMENTS:
PROTEaiON:
DEVELOPER:
PUBLISHER:

The Prophecy

$59.95

IBM
TBS-tOMHz, VGA graphics

None
Cokiel Vision

Sierra (Jn-line

Cciarscgold, CA
(800)SIERRA-5

one implement to another as they solve each

puzzle.

The Prophecy also features some eye-pop-

ping visuals, along with nice sound effects

and an interesting musical score. Indeed, sev-

eral of the animations feature characters who

are strikingly life-like yet almost too bizarre

to be human. While the same animated se-

quences arc repeated a little too often

throughout the story, there is no denying the

technical wizardiy with which they were con-

structed. Most of the program contains still

paintings which are rich in both color and

detail. Unfortunately, function is often sacri-

ficed to form, as these graphics must he

searched pixel-hy-pixel in order to find ob-

jects which are vital to the hero’s success.

The game uses a mouse-driven interface

identical to the one in Coktel Visions’ Goblins

.series. It is nor uncommon, however, for an

object to he so well-hidden that it may only

he found by a careful, .systematic search. The

system handles object manipulation well un-

til it becomes necessary to use one object in

conjunction with another, in which case it

becomes somewhat awkward. In many ca.ses,

a command involving two objects may not be

accepted at all if the objects are not named in

the proper order.

As was foretold many paragraphs ago. The

Prophecy has no shortage of mind-tax-

ing puzzles for those who enjoy such

exercises. Others, who have come to

enjoy adventure games for their stories,

humor and dialogue, along with a dash

of role-playing, will probably find little

of interest here. Of course, one can

always wait until the game is complete

CO decide. Hindsight has always been

the most accurate prophetic cool ofall.

P„„..
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YOU'RE JAKE RYAN, rookie motorcycle officer. Ten years have passed since the
unsolved murders of your parents, but a twisted trail of evidence still exists.
While patrolling your beat, pieces from the past begin to link with the present.
You're treading where you're not wanted and someone wants you to know It!

BLUE FORCE. ..Realize your destiny.

Available from your local dealer in 3.5" disk or CD-ROM FORMAT.
Circle Reader Service #95



V 20,000 LEAGUES UNDER THE CD
Indiana Jones and the Fate of Atlantis

bi/ Charles Ardai

Harrison Ford’s voice is noc an easy one to imiracc. It is one of

LucasArts’ many accomplishments in the CD-ROM edition

of Indiana Jones and the Fate ofAtlantis that Doun Lee, who

reads Indy’s lines, is a true Harrison Ford sound-alike. Fliroughout

the game, Indy sounds the way Indy ought to sound, as do Marcus

Brody (“Good Lord, Indy! He’s some sort of agent from the Third

Reich!”) and all the ocher characters. LucasArts obviously put a lot of

cate into casting its voice actors, and it shows. Unlike many recent

CD-ROM upgrades, which have been embar-

rassing and amateurish, Atlantis has the stamp of

quality all over it.

To be Fair, Atlantis was a first-rate game even

before this new edition (B.C.D., as it were). The

addition of more than 8,000 lines of spoken

dialogue, plus plenty of digitized sound effects,

only makes it more so. However, the upgrade is

much more than just an incremental improve-

ment. It adds a whole new dimension to the

—like taking a silent film and turning it

into a talkie.

Just how significant an improvement this is can be seen especially

clearly in scenes chat contain extended exposition or dialogue. There

is a big difference between reading five or six screens full of text at

Sophia Hapgood’s slide presentation on Atlantis and hearing Sophia

make her speech out loud. There is a huge difference between reading

Indy and Sophia’s banter as it pops on and off the screen and hearing

them sling the same insults back and forth at the top of their simulated

lungs.

Another advantage ofspoken text: characters who

seemed flat in the original game really come to life

when animated aurally, as well as visually. The man

in the red fez at the market in Algers, who only

evoked chuckles when mute, now gets real laughs.

Sternhart, the unctuous archaeologist in Tikal, is

more menacing now that one can hear his loaded

intonations. Even the game’s various Nazis, who

sound like extras from vintage war movies, are more

substantial now chat they are able to bark out a

comment or two before Indy flattens them.

V\diy\n^ Atlantis on CD spoils a player, not just for

playing the non-CD version, but for any “silent”

game. It’s hard to go back to reading text off a

monitor after experiencing a game like this.

More than five years ago, I asked Douglas {Hitch-

hiker’s Guide to the Galaxy) Adams where he

thought the next major advance in computer game

technology would take place, and while eve^'onc

else was talking about virtual reality and artificial

intelligence he chose sound, saying that im-

proved sound would be relatively easy to achieve

and would improve game quality immeasurably.

As it turns out, he was absolutely right.

Sound is not the only dimension in which the

CD-ROM edition introduces improvements. It also takes steps to

eliminate .some of the more annoying features of the original game,

such as the tiresome copy protection scheme (unnecessary here,

obviously). A few sentences of dialogue have been added to the

by-now-infamous “How many fingers am 1 holding up behind my
back?” puzzle to help players realize that there is no solution for them

to find. Even the game box has been reduced in size, for which

LucasArts gets my thanks. (I am tired of seeing companies use boxes

the size of two hardcover books to hold

only a CD and a few sheets of paper.)

In all ocher regards, both good and bad,

the game is the same as it ever was. Indy’s

mission is still to locate the Lost City of

Atlantis before the Nazis get there and

harness the energy of the Atlantcan min-

eral, orichalcum. He has to get there by

way of Monte Carlo, Crete, and Iceland;

by camel, hot air balloon, and submarine;

and on the way he has to tangle with

centuries-old deathtraps, find a copy of

The Lost Dialogue of Plato, and steal a few ki.sscs from his traveling

companion, Sophia.

There arc still three separate plot paths which diverge about a third

of the way through the game, offering the player a choice among

puzzles that emphasize teamwork, independent resourcefulness and

action. Alas, the three paths still overlap with each other sufficiently

chat one does get tired of replaying the .same scenes again and again,

even with the slight variations between paths. There are also more

mazes in the game than there ought to be, as well

as too many “hunt the pixel” puzzles in which the

player has to find and click on objects tliat arc

roughly a single pixel in size.

However, changing these elements would have

required radical revisions in the game. Short of

making such revisions, LucasArts has done an

impeccable job. Except for its unfortunate ten-

dency to stutter and spit when the CD-ROM
drive has to search for data in mid-sentence, the

new soundtrack functions without a hitch, and

the other pieces of the game (graphics, puzzles,

dialogue) are all quite strong.

It is worth noting that the CD the game comes

on contains demos of two games that look even

better, in terms of graphics, sound, and so forth:

Dayofthe TeiitaclctwvJ Sam andMax Hit the Road.

Atlantis aLso ends with the promise of another

Indy game coming soon. So, the next Indiana

Jones game will probably put this one to shame.

No matter. Atlantis CD is still a game to ooh

and aah over—and for CD-owning Indy fans

who are suffering the DTs due to ABC’s can-

cellation of The YounglndianaJones Chronicles,

it is a must-see. cgw

CD-ROM

TITLE: Itirii.m.i Jones .ind llie F.nle nf All.inlis

PRICE: S6y.95

SYSTEM: IBM
REQUIREMENTS; 38f)SX, CD-ROM. SOK jxir saved B.inie

SoundBlasler or coin|).ilil)le for voice

PROTECTION; None

DESIGNER; H.il Harwood

PUBLISHER; l.uc.isArts Games
Satr R.ifael, CA
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SOUND GALAXY
IT^ASASIF YOU
WERE IN THERE!
Forget about a primitive game

session where gunning down a jet fighter
or running away from a fire breathing
dragon creates a dumb effect. And you

reacted because you see it coming. If not,
it’s a game over for you.

CD-QUAUTY SOUND
Sound Galaxy NX PRO Extra change all that See and
Do by giving you a whole new generation of sound

technology that promises you superb CD-quality

sound tliat match the best amplifiers and full stereo

capaijility.

SUPPORT MORE SOUND STANDARDS
Let yourself go ga-ga over the full sound support for

AdLib, Sound Blaster Pro, Covox Speech Thing and
Disney Sound Source. And you find yourself hacking

away the jungle of games and entertainment

.software availabie under both DOS and

Windows environment.

MORE CD-ROM INTERFACE
Besides the built in AT-BUS CD-ROM H

interface support for Mitsumi and Panasonic

drives, the NX PRO Extra can also support

the Sony AT-BUS .CD-ROM drive simply by
plugging the SG adaptor to the Mitsumi

interface. It can be further

upgraded to more powerful

SCSI CD-ROM drives.

EASE OF INSTALLATION
All configuration .settings are via software without

the has.sle of setting jumpers.

VALUE FOR MONEY
Topping it all are the bundled software such as

Monologue for Windows, Voyetra Audio Station &
WINDAl*"*' OLE, ju.st to name a few, so that you can

edit auciio, animate and create stunning graphics on
screen. And not forgetting the free speakers that allow

you to blast yourself to glory as you see your scores

chalking up.

So step into the world of

imagination with

Sound Galaxy

NX PRO Extra.

CaU us : 1-800-886 8859
Circle Reader Service #36

OSA. Office : AZTECH LABS, INC. ‘16707 I-reiiKmi Botile\iifU, i'rfmfini, CA 94538. U.S.A. Tel : (510) 62,3-8988 Fax : 1510) 62.3-«989

G « O u P : AZTECH SYSTEMS PTE LTD 31 Ubi Road I, AVS RuilUinK. Singapore 14‘)0. Tel ; (65) 741-7211 Fax t (65) 7.1I.»67}1'9 Tlx : RS36560 AZTECH m



Take The Princeling Challenge
MicroProse Presents Challenge of the Five Realms

by Gordon Goble

I
n my book, three criteria must be met for a given pursuit to be

considered truly challenging Obviously, there must be an intrinsic

and formidable level of dimculty present at all times. Secondly, it

must burst forth with intrigue, as this builds a respect for the qualities

ofthe quest in question. Finally, in a computer game, one would hope

that the undertaking would be enjoyable.

Challenge ofthe Five Realms - Spellbound in the World ofNbagardia

by MicroPlay/MicroProse succeeds in the former; that is, there are

plenty of demanding quests and fearsome foes to best. And though,

at times, Chalhige rates highly on the esteemed lun-o-meter, there

arc still several elements of game design

where Challengels lacking, and this bodes ill

for the entire quest. Speaking ofthe quest...

The King is dead. Long live the Lizard

King. No, not the venerable, yet expired,

Doors vocalist, but a profoundly more evil

entity, that of Lord Grimnoth. This dude is

one mean scaleface, and it is the player’s

mission to save the world from Grimnoth ’s

serpentine hand of doom.

The world in question does not mean

Earth, and the drama of Challenge unfolds

on quite a different celestial body. Multi-di-

mensional Nhagardia is a place of myths and legends, of magic and

monsters. Knights abound and damsels are distressed. Gnomes, elves,

mermen and mermaids (make that merpeople), and winged folk are

also rumored to exist, but in realms other than that of the central,

human domain of Alonia.

Holding Alonia together during this period oftime (roughly equiva-

lent to Earth’s Middle Ages) is King Clesedor. He is hailed by some

and reviled by others, but he does his royal best. The game player is

his son, the prince and heir to the throne.

it is in Challenges opening animated introduc-

tion that good of “dad” is brutally evaporated by

the slimy Grimnoth, opening a door to the adven-

tures that follow. Grimnoth wants the crown, and,

with a vocal timbre not unlike that of Darth Vadat,

gives the prince lOO days to turn it over. If the

young prince does not comply, Grimnoth will en-

velop the land in a “plague of darkness.”

A plague of darkness in Alonia is just about the

worst thing that could happen. A land without

nights, Alonia has bred residents who are literally

scared to death of the dark. So, it’s a matter of turn

over the crown to the evil one; don’t hand over the

goods and witness the end of civilization; or find

out what this guy’s problem is, maybe waste him,

and save eveiybody. Naturally, our gutsy prince

opts for the latter.

Much of what the prince can or cannot

do throughout his mission will be decided

in advance of gameplay via a character

generation process. A “quick generation”

will spawn one of several default princes,

while a “manual generation” will permit

the player to answer a number of moral

and ethical questions so that the program

can apply values and skills accordingly. Inevitably, the prince’s dispo-

sition will lean in one of four directions, that of a magician, warrior,

diplomat or thief (and sometimes a little of each). This process is of

utmost importance to the coming developments, as a magically

wimpy prince won’t be able to spellW\s name.

Generating a character is actually one of the more entertaining

aspects of Challenge, in that the well-written questions arc both

insightful and pretty darn funny. This reviewer was once informed

that my royal alter-ego’s most redeeming qualities were drooling,

belching and farting. Such accurate assessments were indeed a surprise

— alas, it knew me too well.

Once the lad has been created and named
to the gamer’s liking (let’s keep this part clean,

people!), his visuaf likeness can be created.

Several pre-designed portraits are available, or

one can be custom-composed with the aid of

the Challenge Face Paint Program (a mini-

ature bitmapped drawing package included

with the game).

As Challenge begins, the prince wanders

cluelessly around his castle and awaits instruc-

tion. The gamer’s view of the action is pro-

vided in an overhead blimp-style, and certainly doesn’t offer anything

new. The interface consists of a number of icons situated to the right

of the main screen, with player photos appearing on the bottom.

As the prince begins his journey, he will obtain the obligator)'

various weaponry, components for sorcery, food, and the like. He will

also meet up with many traveling companions, some of questionable

merit. There is a limit of ten NPCs in the party at any one time,

although a group of characters may rake the part of just one NPC,
giving the gamer a total party greater than ten.

Of course, not everyone will: 1) offer a positive

contribution, or 2) want to join the merry band

of men (and women). Bad guys are plentiful and,

though some may want to toast the prince through

wizardry, others will chon.se more accepted forms

of battle. Once one enters the demesne of the

“Combat Screen,” the gamer is presented with a

slow, arduous presentation of phased combat, il-

lustrated by not only cumbersome but disjointed

graphics where the odd arm may flail blindly into

space, but no significant contact occurs. For most

gamers, the alternative “Quick Combat” option

may be the mode of choice, even though the

computer will make some odd field-of-battle de-

cisions. At least, the whole process isn't quite so

drawn out in this mode (although “quick” it is

not).

Worse yet, imagine the following sce-

nario. The prince has discovered an im-

poverished, diseased and blind wisp ol a

woman with no magical ability whatso-

ever holed up in a dilapidated shack on

the edge of town. Casting all moralities

aside, he decides to kill her. As the combat

screen is entered, the following informa-

tion flashes on the screen: “You are facing

TITLE; Challenge of the Five Realms

PRICE: $69.95

SYSTEM; IBM
REQUIREMENTS; 3B6-i 2MHz, VGA graphics, 2 1 MB hard drive space

PROTECTION; Documeniatior> look up

OESICNERS: F.l. Lennon, Rick Hall. Marc Miller

PUBLISHER; MicroProse Software, Inc.

Hunt Valley, MD
(800) 879-PLAY
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ZERO'S & ONE'S
SUMMER SPECIAL

YOU PAY GROUND SHIPPING, WE SHIP 2-DAY ON ALL SUMMER SOFTWARE PURCHASES*

(800) 788-2193
‘Offer good only for prepaid software purchases in Continental USA for orders received during June, July or Aug, '93.

HARDWARE
CREATIVE LABS:

CD 16 Kit (Business) 635.00

Discovry 0 CDRom Kit 399,00

Discovfy 16 CDRom Kit 469.00

Edutnmnt 8 CDRom Kit 449.00

Edutnmnt 16 CDRom Kit 519.00

Snd Biaster 16 218.95

Snd Blaster Pro DIx 119.95

Video Blaster 329.95

Video Spigot 427.00

MEDIA VISION:

Fusion 16 CDRom Kit 499.95

PAS 16 Snd Cd 165.95

Pro Aud Studio 16 189.00

Pro Audio Spectrum

16 MM Kit 929.95

TOSHIBA 3401 200ms
Int w/Pas Cable 495.00

Al TECH:
Pro PC/TV Plus 309,95

Pro VGA/TV Plus 636,95

Wave Watcher-TV 419.00

Video Surge 615.95

OTHER SND, MM. & VIDEO:
ATI Ultra Grph Pius

w/2mb 308.00

Computer Eyes RT 434.95

Gravis Ultra Sound 138,95

TelevEyes VGA-TV 229.95

WIN TV 399.95

STICKS & YOKES
CH PRODUCTS:
Auto III Game Card 29.95

Flight Stick 35.95

Mach II 24.95

Mach 111+ 29.95

Virtual Pilot Yoke 62.95

GRAVIS

Analog Pro 37.95

Game Card Hi Speed

29.95

THRUSTMASTER:
ACM HiSpd Game Card 26,95

Weapons Control 72.95

Weapons Control Mach II 99.95

U-Prom for WCS 26,95

Flight Control 59.95

Flight Control Pro 99.95

Rudder Pedals 99.95

MODEMS
Prices too Low lo Print:

Boca, Sportster, Supra,

Zollrix, Zoom and others

FLT SIM/WAR
A Line in Sand 26.95

Air Warrior SVGA 35.95

Ambush 35.95

Armored Fist 42.95

Sample Listing of Products
ATAC 34,95

B-17 Flying Fortress 41,95

Birds of Prey 31.95

Campaign 35.95

Comanche:Maxlmm OvrkI 43.95

Carrier Strike 41,95

Carriers at War 34.95

Conquerd Kingdoms 35.95

Conquest Japan 35.95

Empire Deluxe 35.95

F-15 Stlrke Eagle III 43.95

Falcon 3.0 44.95

Flight Sim 4.0 37.95

Flight Sim Add-Ons call

High Command 41.95

Jetfighter II 39.95

JumpJet 41.95

Liberty or Death 35.95

Lost Admiral 35.95

Megaforlress Mega Pak 37,95

Pacific War 47.95

Patriot 43.95

Patton Strikes Back 14.95

Perfect General 35.95

Secret Weapons Luftwffe 29.95

Special Forces 29.95

Strike Commander 47,95

Task Force 1942 38.95

Theater of War 19.95

V Victory 1, 2. or 3 ea 43,95

ENTERTAINMENT
A-Train 41.95

ADD'S call

ADD:Unlld Adventure 34.95

Action 5-5 Sierra Gms 24,95

Adventre Starter-Sierra 19.95

Air Bucks 35.95

Alone in the Dark 35.95

Amazons 38.95

Arcade Hits 24.95

Armourgeddon 39.95

Ashes of Empire 34.95

Back lo Future II 26.95

Bart Simpson-Wierdnes 29.95

Batman Returns 41.95

Betrayal at Krondor 39.95

Blue Force 39.95

Caesar 35.95

Carmen SD-Space Dluxe 47,95

Castles II 35.95

Challenge of 5 Realms 39.95

CivilizationrMaster Playr 49.95

Classic Adventure-Lucas 35.95

Conquered Kingdoms 35.95

Creepers 29.95

Dagger Amon Ra 41.95

Dark Half 34.95

Dark Seed 41.95

Darklands 41.95

Daughter of Serpents 32.95

Day of Tenacle 34.95

Design Your Railroad 34.95

DiscoveryrColumbus 35.95

Dragon Lair III 35.95

Dune II 35.95

El Fish 35.95

Eric The Unready 35.95

Flashback 31.95

Freddy Pharkas 41.95

Global Effect 19.95

Goblins 2 24.95

Heimdall 21.95

Home Alone 2 27.95

Humans 25.95

Inca 34.95

Indy Jones 4 35.95

Kings Quest VI 44.95

Kyrandia (Legend) 34.95

Legends Valour 37.95

Leis. Suit Larry 5 41.95

Lemmings 2 35.95

Lost Treas Infocom II 29.95

Lost Treas. of Rain Forest 29.95

Magic Candle III 37.95

Maniac Mansion 14.95

Mantis 31.95

Mario Is Missingl 34.95

Mercenaries (TegeTs) 37.95

Might & Magic V 41,95

Monkey Island 2 25.95

Out of This World 36.95

Paladin II 35.95

Police Quest 3 39.95

Prophecy by Sierra 24.95

Populous II 37.95

Prince of Persia II 41,95

Quest for Glory III 41.95

Ringworld 35.95

Romance 3 Kingdoms 39.95

RomeiPathway to Pwr 29.95

SciFi;5 Actvision Games 26.95

Shadow President 41.95

Shadowlands 29.95

Sherlock Hlms:Lst Files 42.95

Siege 22.95

Sim Ant 35.95

Sim City 29.95

Sim Earth 42,95

Sim Life 41.95

Simpson's Arcade 29.95

Space Hulk 34.95

Space QuestV 41.95

Spear of Dsliny:Wlfnstn 35.95

Star Control II 35.95

Star Trek 25th Anniv. 35.95

Stunt Island 33.95

Syndicate 36.95

Terminator 2029 41 ,95

Ultima Underworld II 47.95

Ultima VII Part 2 45.95

Ultrabots 36.95

Veil of Darkness 35.95

Waxworks 35.95

Wing Commander II 47.95

Wizardary VILCrsaders 41.95

X-Wing 41.95

X-Wing Misson Dsk 19.95

CD ROM
7lh Guest 52.95

Arthur's TeacherTrbIs 41.95

Chess Maniac-Natl Lampn 34.95

Composer's Qst MPC 54.95

Compton Interact. Encyc.249.95

Curse of Enchantia 24.95

Daggar of Amon Ra 41.95

Day of Tenacle 41.95

Dinosauer Adventures 41.95

Eco-Quest 1 41.95

Encarta MM Encycl. 269.95

Global Explrer-DeLorme 89,95

Indy JonesiFate Atlantis 41.95

Inspector Gadget 35.95

Iron Helix call

King's Quest VI 41.95

Jutland 52.95

Just Grandma & Me 38.95

Kodak Photo CD 29.95

Legend of Kyrandia 41.95

Mayo Clinis (jewel box) 29,95

MS CInemania MPC 54.95

Monarch Notes 61,95

Old Testmanet Interact 49,95

Our House-Fam Circus 41.95

PC Karoake 77,95

Playing with Language 29.95

Prophone 1993 Ed 129.95

Putt Putt Fun Pack 26,95

Rodney's Fun Screen 39.95

RoMaterial 19.95

Sherlock Holmes 3 43.95

Space Adventure 61.95

Space Quest IV 41.95

Who Killed Sam Rupert 24.95

Willy Beamish 41.95

Wing Commander II DIx 52.95

WCmdr il/Ult Undrwrid 52.95

World Fact Book '92 59,95

WINDOWS
Alphabet Blocks 29.95

Audio:StarTrek V.l 34.95

Conquered for Windows 44.95

MS Golf 42.95

MusicatorGS 197.95

Origin FX Screen Svr 24.95

Star Trek Screen Svr 44.95

Take Break:Crossword 22.95

Uninvited 35.95

Winsense 44.95

Yobi Magic Spell Tricks 29,95

SPORTS
Car & Driver 37,95

Front Page Sports Ftbl 41.95

Jack Nicklaus Sig Golf 41.95

Jordan in Flight 36.95

Links 306 Pro 39.95

Belfry 19.95

NFL Pro Football 1992 35.95

NFL Video Pro Football 35.95

Sports Adventure 47.95

Tony LaRussa Bsbl II 37.95

Trouble Shooting Golf 29.95

Wayne Grtzky Hooky 3 35.95

Wilson Pro Golf 24.95

World Circuit Grnd Prix 35.95

World Tour Tennis 31.95

EDUCATIONAL
ACT Studyware 29.95

Alge-Blaster 29.95

Auto Works 44.95

Calculus 24.95

Castle of Dr. Brain 29.95

Cuckoo Zoo 31.95

Dinosauer Adventure 32.95

Eagle Eye Mysteries 31.95

Inspector Gadget 34,95

Island Dr. Brain 29.95

Kid Works 2 34,95

Lost Tribes (Soc, Stdy) 24,95

Mario Teacher Typing 24,95

Math Rabbit (New) 29.95

Mickey's ABC's Ench. 19,95

Millie's Math House 29.95

Operation Neptune 34,95

Oregon Trail DIx 35,95

Peter Pan Print Kit 31.95

Playroom 29.95

Putt-Putt Fun Pak 25.95

Ready for Letters 34.95

Rock S Bach 34.95

Scooters Magic Castle 31.95

Time Treks 29.95

Treasure Math Storm 34.95

What’sMy Angle-Geom 29.95

AND A WIDE
RANGE OF OTHER

PRODUCTS
FROM A...TO Z...I

AAAAAAAAAA

SALE ITEMS WHILE
SUPPUES LAST. ALL

SALES FINAL:
Backgammon 10.00

Beating House at BJ 10.00

CastleaNorthemCampaign 10.00

Hoyle Games for Laptops 10.00

LIghtspead 10.00

Magnetic Scrolls 15.00

One a Day Jokes 5.00

Spellcraft Aspects Valor 15,00

Shadowlands 15.00

Vegas Video Poker 10.00

ALL IBM COMPATIBLE
ZERO'S & ONE'S 6472B WINDY RD. LAS VEGAS, NV 89119

ORDER: 800-788-2193 FAX: 702-897-1571 TECH/INFO: 702-897-2797 INTL: 702-897-2797
Prices and availability subject to change. AH sales final, We do not guarantee compatability. All software is factory fresh and unopened. We are not
responsible for manufacturer's defects. Contact publisher regarding defects. Any return subject to 20% restocking fee. Shipping: 1st game $5; add'l
games add $1 each inContinental US. 2nd Day Air $6 1st game, add'l games add $1 each in Continental US. COD add $5.00. All prices are US Dollars.
WE ACCEPT M/C & VISA. Circle Reader Service #98



1 opponents, but their leader is more skilled at warfare chan the

prince.” To make matters worse, the ensuing battle rages on for

minutes before the prince .squeaks out a marginal victor}'.

Complaint #1: Poorl}' worded generic messages such as this arc

unacceptable in 20MH worth ofgame. Complaint#!: There is simply

no way that this physical wreck of a woman is

“more skilled at warfare than the prince”, and

capable of putting up such a fight. 1 hat this

scenario could happen at all made this reviewer

think twice about Challenges quality control.

And it’s a darn good thing our hero did win this

battle, as a princely demise will often result in the

gamer being boinked right out of the program

and left staring at a black DOS screen. As Chal-

lenge comas equipped with copy protection, this

prospect becomes even less appealing.

Triumphant he was, and as the prince contin-

ues along his way, it becomes obvious that one thing Challenge has

going for it is a solid sense of humor. While quizzing a local drunk on

ills supposed knowledge of the other four realms of Nhagardia, our

boy is told that, “There’s a realm of squirrels, and a realm of naughty

prostitutes,” followed by the slurred threat, “Why ifyou weren’t forty

years younger than me, stronger than me, and certainly better with a

weapon than me. I’d kick your royal arse from one end of Alonia to

the other.”

As in most CRPGs, travel from town to town is conducted through

a “World Map,” a sort of satellite view of the land, and a beautiful

one at that. When in a town, a “zoom out” option is accessible, and

although this eliminates the need for hand-sketching the city streets,

the “zoom out” view is patently ugly and reminiscent of circa 1980

Colecovision.

Speaking of gamer assistance. Challenge a dated note-taking

tool that will inevitably be ignored in favor of a pen and paper. 1 he

fact that the Challenge notet^ook is one of precious few elements in

which the keyboard is employed at all is unfortunate as mouse

mechanics leave something to be desired, and often the cursor is a cad

out ofsync. Keyboard shortcuts, coo, would be a bit more e.xpeditious

during tedious segments.

Who to maim and kill, who to be-

friend. ..as we all know, decisions of this

magnitude are never easy in the real world,

and aren’t in Challenge cMhce. New found

acquaintances may well have complex per-

sonalities and can’t be immediately labeled

as “good” or “bad.” This is a nice touch

not present in all CRPGs, and character

interactions must be invoked with caution

(“truth” spells don’t always solve the prob-

lem).

Once the prince has the tools, learns a few spells, and assembles a

strong supporting cast, he will (hopefully) find that the rumors are

true and begin exploring the existence of the other four realms. He

will soon find chat Alonia is not the only troubled region in Nha-

gardia, and that the resolution of conflict is a key to the solution of

the puzzle. The fact that he has to do it all in 100 days will spell

problems for some, but then that’s the nature of the world-saving

business, isn’t it?

Challenge is not a simple affair, and the inherent good humor and

complexity of characters do, fortunately, add to the interest. Sadly,

though, one is left with a general impression that an adequate beta

testing program was not conducted—there arc simply too many

oversights combined with a certain awkwardness to gameplay that

shouldn’t exist in a finalized version, cgw
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[ieroProse’ Strategic Space
Driera Is Rated XXXXI

A Revealing Sneak Preview

by Alan Emrich

Sneak Previews arc not designed to he reviews. They arefeature articles based

on “works in progress "that CGW''') editors have deemed worthy oj early coverage.

These articles arc not intended to provide the final word on a product, since we

expect to publish appropriate review coverage when the game isfinished.

W hile Standing at the greeting card rack at the local

Hallmark store, we've prohahly all heen suckcred into

opening a card that had the word “vSHX!” on the cover,

only to find the text on the inside reading, “Now that I have

your attention...” Well, if you were attracted to this article by

its title, you’ve fallen for it again. But now that 1 have your

attention, let me tell you about a strategic space game under

development that really delivers the best that galactic conquest

has to offer.

MicroProse’s forthcoming Meisters ofOrion (lovingly known

by the development team as "MOO") is designed by newcomers

Steve & Maria Barcia, and Ken Bind of Simtex Software.

Although it is their first design effort, MOO has that crucial

something that makes for a wonderfully addictive game, a

quality which I call “gaming gravity.” this means that, no

matter how busy one is with other matters, it pulls a gamer’s

body into orbit around it and creates black holes where week-

ends used to be.

Quadniple-X?

1
give MOO a XXXX rating because it features the essential

four X’s ofany good strategic conquest game: EXplore, EXpand,

Exploit and Exterminate. In other words, players must rise

from humble beginnings, finding their way around the map
while building up the kirgest, most efficient empire possible.

Naturally, the other players will he tiying to do the same,

therefore their extermination becomes a paramount concern. A
classic situation, indeed, and when the various parts arc properly

designed, other X’s seem to follow. Words like EXcite, Experi-

ment and Excuses (to one’s significant others) must be added

to a gamer’s X-Rating list.

A Recipe For Cooking In Space

Masters of Orion combines many of the best elements of

strategic space game classics like SSG’s Reach for the Stars and

Interstcl’s Armada 2525. Although the lead designer, Steve

Barcia, stated he had never played these computer titles, his

grafting ofwhat are essentially the best elements ofeach of these

strategic space games’ designs is uncanny. Clearly, Barcia has put

his finger squarely on the pulse of what makes for a great game

of galactic conquest.

A player begins a game by defining the number of opponents

(from 1-5 computer opponents ai^y—there are no multi-hu-

man player provisions ofany kind), the difficulty level (i.c., how

many explorers and colony ships that one starts with, a la

Spaceward, Hot) and a star map size (ranging from small to

liLimongous). Following that, one chooses from among the

.several cliffcrent alien races in the game, each with their own

unique abilit}' {see sidebar).

After choosing a flag color, one can t}'pe in his or her leader’s

name and the name of the home world. It is also possible to

further personalize the game by naming worlds colonized and

ships designed throughout the game. Suddenly, one is managing

their home world into prosperity, complete with on-line de-

scriptions of every window and button (when playing at lower

difficult)' levels). The on-line tutorial even includes advisor)' text

that appears at certain important game thresholds. The average

gamer should have no problem picking up the basics, even

without picking up the game manual,

Management Behind Bars

Planctaiy management is handled through the allotment of

resources via slider bars (again, a la Spaceward Hot) into tltc five

different areas of interest: ship construction, planetary defense,

industrial expansion, environmental development and techno-

logical research. A planet spends 100% of its available resources

eveiy turn after the proper deductions arc automatically re-

moved, just like a paycheck, for ship maintenance, spy networks,

counter-espionage and trade. The funds are allocated by sliding

a bar up or down on one line, while the player can see the

dynamic increa.ses or decrca.ses on another. So, instead ofplayers

getting their hands dirt)' with a lot ofnumbers, they are working

with friendly “spending ratios” via the slider bars.

'Ehe math in the game is mercifully simple and very logical.

Reading in the manual how the exact numbers work (with the

exception of trade, which is more opaque) adds crystal clarity to

one’s on-map experiences with MOO. Like Civilization, the

game evolves quickly from fun to fascination as one learns more

about how the formula behind it make it tick.

A Good World Is Hard To Find

As one explores the map, each star usually has a single useful

planet located there. Each planet is rated for its maximum
population size (I’ve .seen them range from 10 to 125 million)

and features one of many possible atmospheres. Half of these

(irradiated, tundra, inferno, etc.) cannot be colonized without

first discovering the proper technology necessaiy to terraform

the planet and settle there.

Each population point represents one million beings. When a

colony ship lands on a new planet and plants the flag, only two

The alien races available in MOO
Alien Race* Description

Alkaris An avian race of superior pilots

Bulrathis A large, bear-like race of superior ground fighters

Felipurrs A catlike race with deadly gunners

Humans Outstanding diplomats and traders

Klackons Highly productive insect workers

Meklars Cybernetic masters of automated production

Psilons Brilliant researchers

Sakkra Prolifically reproducing lizards

Shadowmorphs Shape-shifting spies supreme
Silicoids Crystalline beings immune to hostile environments
• = Race names are subject to change as the game is developed.
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points settle there to establish the “seed" colony. At that point,

one can either wait for them to grow nr, better yet, peel off

people from other worlds and dump them on the new one so

that they’ll develop faster. With the proper investments in

environmental technolo^, one can discover terraforming, pol-

lution reduction, and other techniques that can make even the

most dreadful planets useful. However, nothing is cheap in

MOO; economic development is the cornerstone of success in

this game, as in every, “4-X” classic.

Tick, Tock, Tech, Talk

After quickly adapting to the easy, mouse-driven interface and
learning the rudiments of the game, what’s an aspiring galactic

overlord to do? Peaceful players will

want to develop new technologies

and good relations with their neigh-

bors. In Musters ofOrion, there are

six different technological areas

(computers, planetology, weapons,
etc.), each of' which can be pushed
up 99 levels.

Throughout the first 50 levels of

each tech area, the potential for new
discover)' abounds. Ever}' aspect of
the game is touched upon by tech-

nology and every progression is a

logical step from the one preceding

it. Whether it’s a new weapon, de-

fense, special ability, industrial optimization, increase in ship

speed, expansion of scanning distances, or improvement in

computer capabilities (the vital factor in tlie success or failure of
one’s spy and counter-spy networks), technology can give play-

ers an edge every bit as vital as those granted by their special

racial characteristics.

“Excuse Me, But Drop Dead”

Contact with neighboring races soon occurs and diplomatic
relations begin almost instantly. Through a simple, yet highlv

diverse set of menu bars, a pla)'cr can establish non-aggression

pacts, alliances, various levels of trade, or can threaten, backstab
and otherwise deal with diplomatic matters. Alien emperors will

occasionally send their ambassadors around (or, ifsnubbed, will

recall them!), thus initiating their own parleys for peace, war
against “common enemies,” swapping technologies or other
such matters.

One particularly intriguing aspect ofMOO is that players can
establish spy networks and set up defenses against enemy spies.

Spies always report on the latest alien technological discoveries

and can cither be activated to steal technology or destroy facto-

ries and planetary defenses. For those players not inclined to

sabotage or steal from a particular neighbor (perhaps hoping to

cutty favor with them), one’s spies can always go underground
and await further instructions.

Shoot First, Interrogate Later

War happens. To prepare, one must design and build ships

which take advantage of the latest technological discoveries,

However, as no player may operate with more than six different

ship designs on the board at once, care must be taken that a

balanced, high-tech fleet is maintained.

The potential number of combinations of weapoiis, special

abilities, engines and defenses on the four different available hull

sizes is staggering. One might have Level III battle computers.
Level IV ECM, Level I shields, crummy duralloy armor (al-

though it can be “doubled hulled” for those wanting to sacrifice

the ship’s interior space for added damage points), all before ever

deciding on the weapons and special items to put on board a

ship. Fortunately, as one’s technology advances, more space

becomes available on the hulls, and older tcchnolog}' gets smaller

and cheaper to reflect miniaturization. However, the latest

goodies will usually fill precious hull space very quickly, as

players will discover when using the ship design screen.

Fire The Gatling Phasers!

1 he tactical space combat system is similar to that ofArmada
2525 (and King's Bounty, for all you fantasy world conquerors

out there). When ships engage in combat, they line up on
opposite sides of the screen and maneuver on an 8x 1 0 square

tactical combat map (complete with the planet being fought

over and occasional asteroid

squares). The ships then proceed to

maneuver while firing beam and
missile weapons at each other. Of
course, special devices such as auto-

mated repair systems, rcpulsor

beams, stasis cubes, cloaking de-

vices, and more come into play on
the tactical battle board and can

make for some baity space battles.

Planets, too, can be bombed or,

much to the consternation of every'

other civilized alien race, attacked

by biological weapons, fo conquer
a world, it is generally advisable to

clear the space above it and bomb any defenses on it before

attempting to lantl colonists there. When the ground troops

start to tango, it can be a bloody and costly affair if one does not

have a sufficient technological edge in grouml battles (body
armor and ion rifles, for example).

1 he real beauty of MOO is that all of the weapons and
technology work together through such a clean set ofsimple and
logical dictates that it is easy to understand rhe nuances of
combat. One does nor need to have the computer command
one’s ships in battle (which it will do, if desired) but, instead,

can command each ship type group with a reasonable confi-

dence that the right targets and weapons are being .selected each
combat round.

Although this preview is only a cursory' look at Masters of
Orio)t, [ can say this: I’ve played every strategic space game that

I could find in my 20 years as a wargamer, both board and
computer games. Altliough I haven’t heard the final sound
effects, nor seen the latest of the evolving graphics, 1 can say that

rhe various parts of this game are designed and executed better

than most I’ve seen, The gameplay elements are expertly

melded, and I can sec the whole exceeding the sum of its parts

when A/OOis finally released.

Civilization In Space? C’mon...!

MicroProse Producer Jeff johannigman initially described
MOO to me as "Civilization in space.” Well, Jeff, it’s not.

However, if that’s what it takes to get people to take a look at

MOO so that it doesn’t get lost in the shuffle of stiategic space
games, 1 can forgive the marketing hype. (After all, 1 tried to lure

readers in with an XXXX rating in this article’s title).

Masters of Orion is a fine game in its own right and, while
comparisons can be made to classic games ofstrategic conquest,
none are required. Anyone who tries Masters of Orion will see

that it has rhe right stuff. When the jury' comes back on this

game, 1 suspect it will find a place near the top of its genre as

players discover that rare fifth X in its design—EXquisite. cew
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BlaJe Scummer
Electronic Arts' Syndicate

b\j Wyatt Lee

T
he metalofthe elevated walkways was

losing its battle with the acid rain.

Rust jlakedfrom the skeletalfivnie-

work ofthe scajfolding as the steps ofittvad-

ing agents crunched along like boots

stomping the desiccated remains ofa long-

dead corpse. Defenders armed with Uzis

moved to intercept them, but their efforts

were doomed to be as ineffective against the

invaders ' mini guns and lasers as the earlier

efforts ofgovernnumls to legislate against the

megalomaniac onslaught ofthe megacorpo-

rations. Theforce ofthe mini gun’s heavier

caliber slugs threw the defenders back

against each other in obscene waves ofdeath,

and soon the crimson oftheir blood added a

richer tint to the rust-red palette of the

scaffolding.

Syndicate is a game ol dark future con-

flict that might well be described as Ridley

Scott (director of Blade Rumtet) does

PowerMonger. It is not a game for the

squeamish. As iit the fictional introduc-

tion, it seldom offers a mission where one

is not forced to leave a trail ofblood-spew-

ing corpses across the screen, most of

whom die dramatic on-screen deaths, it

is a world of cyborgs and megacorpora-

tions where crime syndicates compete lor

global domination, a world where assassi-

nation is as much “stricily business” as the

hits in The Godfather. I'he player becomes

a sort of far-future “Godfather” in this

typical Bullfrog strategy game, but com-

mands from the safety of a mother ship

hovering over the conflict rather than

from a compound on Long Island or near

Lake Tahoe.

The Family Is Wliat’s Important

As in other Biillfrog products, the ob-

jective of the game is to take over the

world by maneuvering tiny, animated hu-

mans across maps ofvai^dng terrain types.

In Populous, gamers used divine force (in

the form of plagues, natural disasters and

world shaping) to convert the various

worlds to their favor. In PowerMonger,

gamers directed populations from a god-

like perspective, bur added various tech-

nologies to improve the

survivability/military capability of the

gamer's chosen people. In Syndicate, one

still views the action from above, but it is

necessaiy to manage finances, establish

research budgets and manage a team of

cyborg agents in order to succeed.

Also like PowerMonger, the Syndicate

player attempts to stain an entire world

with the custom color that symbolizes the

player’s forces. The world map is a dark

future version of our world and there are

50 geographical areas, each with its own
mission. These missions can be: assassina-

tion attempts; covert operations designed

to “persuade” a civilian to join one’s

cause; evacuation of individuals from a

rival syndicate’s conttol; or a surgical

sweep where one weeds out or recruits

rival agents from a city, block by block.

As in the other games, computer-control-

led forces (in this case, rival syndicates)

compere simultaneously with the human
player.

Also like its predecessors, Syndicate oL

fers a distinct terrain and an ominous

soundtrack. Slow building chords play

underneath each mission and add to the

foreboding atmosphere. I even liked the

sound effects when one changes from

menu to menu, reminiscent of doors

whooshing open in the old Man from
U.N.C.L.K television series. Some of my
friends got annoyed with it and toggled

off the sound immediately. Graphically,

Syndicate offers much more distinctive

terrain than its predecessors. The build-

ings are incredibly detailed and have an

interesting modern (steel, brick and glass)

character to them and the animatecTbill-

boards are reminiscent of the huge televi-

sions above Tokyo’s Shibuya Station.

The limited downside to tlie detailed

graphics is that they tend to be almost too

pretty for the gray future that the game

posits, and the 3-D graphics often ob-

scure the characters as they traverse the

map. Don’t get me wrong, the artists do

wonders with a dark palette, but fail to

present the general entropy inherent

within a world ofcriminal anomic (i.c. no

one cares enough to keep up the infra-

structure).

A disappointing dilferencc between

Syndicate its progenitors is that the

production version of the game does not

allow for head-to-head competition (as in

Populous and PowerMongei) beween hu-

man-controlled syndicates or its natural

e.\tension, network competition. It seems

to me that the game would have a more

exhilarating pace and more satisfying play

value ifone could challenge the syndicates

of one’s friends and co-workers.

A Coffer You Can’t Refuse

When playing the game, the player as

syndicate boss controls the game through

menus and icon-based point and click

options, 'fhe former sets up the missions

and the latter commands the agents dur-

ing the missions. The first important

menu is actually a world map, a venue

menu. 'I’hc player decides upon his/her

initial placement and discovers the mis-

sion options available. The player must

work through five initial missions as a

type of forced tutorial. After that, the

possibilities open up according to territo-

ries controlled. The syndicate boss pushes

Compuier Gd/iiiiif; World
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the “Bricllng” button and gets a brief text

description of the mission objective.

Then, accepts or rejects the mission. If

desired, it is possible to purchase extra

intelligence and get more information

prior to selecting said mission.

1 call the next menu the Q Section

menu (remember James Bond?). In addi-

tion to a silhouette of the agent being

equipped or modified, the Q Section

menu features on-screen buttons for: 1

)

assigning research priorities and funding;

2) selecting new or replacement agents

from [he cryogenic chamber; 3) modify-
ing existing agents with cyborg enhance-
ments; and 4) equipping active agents

with ammunition, weapons and tools.

The delimiting hictor, of course, is the

amount of funds in the budget. This in-

creases with conquest and taxation, but

diminishes when one loses territories (i.e.

one’s tax base). On occasion, one must
wail until a simulated day passes before

being able to continue funding research

or equipping a squad for a given mission.

I lie Research button brings up
a new screen with a dynamic
graph. The player selects the type

of weapon to be researched (auto-

matic, heavy, assault or miscella-

neous) and the amount of

funding. The graph changes to

rellect the speed with which each

advance can be purchased and,

when one returns to the screen,

highlights the amount of the re-

search which has already been
completed. Unfortunately, one
has to guess which weapon will

become available in a given category at a

given time. I h.avc had flame throwers

appear as both assault and automatic
weaponry. I have had mini guns appear
in the same two categories. This takes

away from the product’s polish and so-

phistication.

d'he Team button allows players to re-

place their fallen agents with new “blood”

from the cryogenic chamber. A roster

appears and the substitution process is

relatively intuitive. The Mods button al-

lows a .syndicate boss to artificially en-

hance his/her agents with cyborg
constructs (brain, eyes, heart, chest, arms
and legs). 1 found the chest to be a nice

first investment, serving almost as a bul-

let-proofvest. Then, 1 followed with arms
and legs so that my ;tgcnts could carry two
mini guns rather than one. 'fhe Equip
button allows one to purchase new weap-
ons or equipment and to reload the

agents' existing arsenals.

Once the visit to the QSection menu is

complete, the gamer is ready to take the

cyborg spies into the mission proper. The
action takes place on a map where tiny

figures, along with miniature vehicles and

buildings are viewed from an oblique

overhead perspective. One monitors the

action through two constantly changing
“windows.” One window features the re-

alistic (oblique) perspective of the action

just described and the other is a direct

overhead view where one can readily spot

approaching dangers (red dots for enemy
agents and blue dots for those intrusive

policepersons). Both are dynamic and I

found both useful (the latter is expressly

vital when one’s agents are hidtlen by

obstructions or inside buildings on the

action window).

The gamer can separate the four agents

in the squad and operate each individu-

ally or can give them orders as a group.

To order the agents to move, one merely

clicks on the efesired terminus point on
the action window and they will use their

AI to get there. To draw a weapon or get

an object out of inventory, the player

left-clicks on the object in the on-screen

inventory for that agent. To drop a

weapon or object, one right-clicks on the

object in the inventor)'. When enemy
agents and police arrive on the .scene, one
merely places the cunsor over them and
the cursor is transformed into a target:

white if the target is out of range and red

if it is a viable target, 'fo fire a ready

weapon, the red target cursor is jxisi-

tioned over the target and the pkiyer

right-clicks. The result provides satisfac-

tory .sound effects and animation. When
an active object (weapon, medikit, per-

suadertron, etc.) can be picked up, the

cursor transforms itself into a metallic

claw to allow the gamer to know that the

object may be picked up and added to the

agent’s inventor)'. It’s extremely ca.sy.

If the gamer does «orwant to operate

all of the agents individually, the agents

h;ive (according to the game’s fiction)

CEIIP technology implanted in their

bodies so that their Intelligence, Percep-

tion and Adrenaline levels can be pumped
up artificially. So, players can click on
sliding scales and enhance those qualities

/'iyorc’leaving their agents to act according

to the Al algorithms. Indeed, it is a good
idea to “pump up those flabby agents”

before leaving them to the program’s own

devices and meandering off to play hero

with others of one’s agent corps.

Nothing Personal,

Strictly^ Business

Indeed, everything aboui Syndicate is

professional and business-like. I particu-

larly liked the way each new city or com-
plex had its own logic, bhiving to use mass

transit to get from one side of the city to

the other or needing to navigate tunnels

and sk)'waiks addetl a different dimen-
sion. As play progresses, gamers .system-

atically move from mission-to-mi.ssion,

conquering the world, and the tnissions

get systematically tougher.

Unfortunately, the strategy element in-

volved in the Research section is limited

by the randomness tiiscussed earlier. Fur-

ther, the Al of the enemy agents leaves

much to be desired. In many .scenarios,

one can simply find a protected area with

a reduced encr)'w.ay and allow the enemy
to come in waves. When one can do
the bodies simply pile up in as grues-ome

a spectacle as could possibly be expected

this side of Nazi atrocities.

I also wish that there was an automatic
centering option on the ;iction window.
Admittedly, the scanning window with

the direct overhead perspective ir/oer auto-

matically center on the spy squ.ad, but it

would be nice (at least when one is tniv-

eling in group mode) to h;ive the action

window do the same. I found scrolling

around to find the group to be a distrac-

tion from time to time, but others may
not find it so.

Finally, I wish that the mi,ssion.s did not

.seem so repetitive. The mi,ssions essen-

tially boil down to three types: assassina-

tion, extraction and slaughter. There are

occasional new wrinkles, but the standard

scenarios provide the bread and butter for

the entire game, fl'he option of playing

against human-controlled .syndicates

would enhance the shelf life and pkty

value of the game, but even that might
not get around the design's repetitive na-

ture.

Showing Some Respect

In spite of the negatives, Syndiente is a

polished and significant effort. It seems
sure to satisfy the real-time strategy

gamers who enjoyed Populoiis-And Power-
Monger, but will not satisfy those that are

looking for a Neurovia)icer-^x.y\c cyber-

punk game nor those who are looking to

test their reflexes against the computer. It

is impressive as far as it goes and not to be

missed by aficionados of the genre Bull-

frog built. Unfortunately, it doesn’t quite

offer the staying power of its predece.ssor.s.

CGW
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Strat-O-Matic Computer Baseball Version 4.0
by Wnlince Poulter

A number ofyears ago I was invited to join an established

baseball league. Rather than playing with cleats and bats,

however, this league was played with cards and dice, 'fhe

game was Strat-O-Mntic, a statistic-intensive re-creation o(-

America’s Favorite Pastime. After a few instructional games, 1

agreed and parlayed the#l draft pick, as an expansion franchise,

into Tony Gwynn and Bill Doran. Round 7 came around and

I cook a rookie slugger who no one else thought would make it:

Jose Canseco. I was hooked and spent the next couple of years

playing in several leagues.

I was fortunate in tliat the gentleman who ran the league had

every Strnt-O-Mntk card ever made and ran a league ot “All

Time Greats,” Here I first learned about Jimmie Foxx, Mickey

Cochrane, Al Simmons and other true legends of the game.

Strat-O-Mntic \w7is\\x. perfect (Ted Williams

didn’t make my starting outfield, based on

the numbers), but the sense of control and

managerial choices kept my interest. As with

most of us who started with board games,

time (the lack thereoO and family eventually

intervened and 1 stopped playing.

Then Stral-O-Matic’s release of a comput-

erized version of the game caught my atten-

tion. Here was an opportunit)' to return to

Strat-O-Malic without the hassles of the

board game. Unfortunately, my enthusiasm

was checked. First impressions arc truly dreadful and revolve

almost exclusively around the worst copy protection I have ever

seen in this industr}'. This protection scheme, which 1 have

dubbed Lame-O-Matic ridicule pending), allows one instal-

lation from the Master disk. You mtist un-install back to the

Master disk if you wish to remove the game from your hard

drive. What a joke! Strat-O-Matic has the nerve to call this “state

of the art.” In the real world, most of us delete and install

programs all the time based on otir current needs. 1 must have

placed Jack Nick/niis golf on my machine at least a half dozen

times, deleting it when I needed more space for a project. Yet,

even if one grants the logic involved in creating this protection,

consider the other problems.

Ifone’s hard disk fails (as mine did the day after I put the game

on it) you can get a rcplaccmentdiskbysendingSlO, the original

disk, and a receipt for the work done on the hard d rive!!! 1 suggest

Strat-O-Matic look up the words “cus-

tomer” and “criminal’ in the dictionary'.

They might find th^tt the words are not

synonyms.

Nor do hrst impi-essions improve once

one gets into the product. The menu op-

tions are full of jargon and abbreviations

that do not help a first time user. Therefore

we refer to the manual. The 60-page man-

ual has two illustrations, while the rest

is a never-ending stream of poorly or-

ganized text. Being the adventurous

type, I wanted to jump in immediately

and start my own league, rename the

teams, and move players around.

Again the menus were nor helpful. 1

had to wade through the manual try-

ing not to miss anything. Once the league was set up, I wished

to play San Francisco’s games manually and all the others

automatically. 1 finally figured out that one docs this by hitting

the “Out of Town Scoreboard” option and picking the appro-

priate game to play manually. Makes sen.se to me: Out ofTown
Scoreboard and playing a game manually are an obvious syn-

erg)'!? This information is tucked away on page 26 of the

manual.

So, it’s a lousy game too, right? Wrong. Once you get past the

copy protection and manual (and how many customers has

Strat-O-Matic lost by then?), you get to a wonderful product

which accurately and enjoyably recreates all the fun I had when

I first played Strni-0-Mniic whh the cards.

In many ways Strni-O-Matic is two products in one. The first

is a straight computer game, while the second

works in conjunction with the board game
and playing cards, and acts as the bookkeeper,

handling all charts, rules and dice. The player

cards, and the system they use, are at the heart

of the product regardless of how you play the

game. The Advance side of each batter and

pitcher card is split into two. d'hese represent

performance versus a right handed or left

handed opponent. A grid, 6 columns x 12

rows, is formed by taking the 1-3 column

headings from the appropriate side of the position player’s card

and the 4-6 column headings from the appropriate side of the

pitcher’s card. In the board product, three dice are thrown with

a colored die representing the column to use and two white dice

representing the row number to be used. While playing with the

cards the computer now “throws” the dice.

This system is ea.sy to use but, as noted earlier, can sometimes

create abnormal situations where decisions are made purely on

numbers versus left/ right pitching rather than on overall quality.

What is interesting is'' that usually ball clubs play hitters in the

same spot in the line up (Mattingly always hitting third for

Yankees, etc.) while the Strat-O-Matic numbers imply that a

player’s place in the batting order should change greatly based

on the pitcher’s throwing hand.

Just about every star and game situation you can think of is

covered in Strat-0-Maiic, from the standard Hit & Run,

through Balks and Wild Pitches. Errors, as in real ba.scball, play

an important part of a team’s success. For all

ofBonds’ offensive stats (and Williams et al),

the Giants’ recent success can be more accu-

rately attributed to the best defense in the

National League with Clayton and

'Fhompson (vastly underrated) on the dou-

ble play, Williams (a former college SS) at

3B, Manwaring’s gun behind the plate, and

Lewis’ errorless streak in Center. Defense,

especially up the middle, can save a

couple of runs per game. Swat-O-

accurately shows this.

In fact, Strat-O-Matic s stat accuracy

is its biggest strength. While occa-

sional weirdness (Will Clark stealing

21 bases in a 1992 replay) is part and

parcel of all baseball simulations, the

riTtC: Stral-O-M.itic Compuler Baseball Version 4.0

t'KICfc; With 5lrai-0-M,iiif cards; S70.25; w/o cards; $60

SYSTEM: IBM

REQUIRCMENTS: VGA (^r.ipbics, 2MH li.itd drive space

PROTECTION: Set! review

PUBLISHES; Slral-O-MalicCo., Inc.

40 Railroad Pla/a

Glen Head, N.Y,11S45
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numbers generaced in over 100 scar categories “feel” right. Kruk
leading die league in hitting, with Bon^s, Van Slyko and Shef-

field close behind, for example. Schilling leading the league in

wins, while ii did not happen in 1992, was definitely within the

realm ol possibility. Strat-O-Matic doesn’t just rc-crcate the

scats, it uses them in a realistic manner so a player may well

perform better (or worse) chan reality, but always within a

reasonable range. A good example of this would be my replay

using the Giants of 1992. I thought Roger Craig gave up on
Darren Lewis too early in 92 and I used him exclusively as a lead

olf hitter. Lewis had 65 steals (one behind the

leader Brett Butler) and consistently per-

formed well. Ironically, a lot of Dusty Baker’s

moves this year fit the way I thought the

Giants shottld play. The only scat I wonder
about is the Save. While not knowing the rules

inside out (anyone who actually understands

the infield fly rule should get out more often),

my understanding was that a save was awarded
if the man on deck was the tying run. In a couple of instances

pitchers who entered different games with 9-0 and 10-2 leads

respectively, were awarded saves even though their clubs in-

creased thesizeofvictoty (1 1-3 and 14-2). I think this is wrong,
but I’m not certain.

'I'he computer game is split into two further parts. The game
playing portion and the scat package. In the latter, a General
Manager function, a Statistical function, and an Accessoty

function are of primary interest. The General Manager option

includes the Computer Manager function and the respective

League, Team, Player and Ballpark maintenance programs. The
Computer Manager allows the setting ofa starting rotation (and
spot starters), lineups versus left- or right-handed pitchers, and
a number of substitutions.

League play is, in my opinion, the heart of the product. Here
one can wheel and deal and build thecontender that one wishes.

League set-up can take a while, and I found the best method
was to import teams from other leagues first. Players may be cut

or traded throughout the running ofa league. A nice feature of

Stmr-O-Matic is the ability to pick (as in draft) one’s own
stadium. A team with singles hitters might pick Busch Stadium,
for example. Weather is also a factor within the game and can

affect the outcome ofgame situations. Remember that when the

wind is blowing out at Wrigley.

Game set-up is accomplished through a num-
ber of menu choices and toggles. Everything

from weather and ballpark effects through the

DH can be toggled on or off. The game has both

text and VGA screens. The biggest difference

between the uvo (other than the pleasant graph-

ics) is that the menu of choices is displayed on
the text screen, while one must hit the “M” key
to activate it during VGA play. Once into actual

game play there are small black and white pitcher and batter

animations superimposed on a colorful representation of each

park. It works quite nicely, too. Numerous offensive and defen-

sive choices arc available, including the standard Steal, Hit &
Run, Sac Bunt, Squeeze, plus all the defensive alignments one
would expect. An optional Quickplay feature allows very speedy
generation of game results. This can be toggled off at any time
after the 5th inning—a nice touch.

Strat'0-Miitic\^ a ftithful recreation of the board game, with

a good use of the computer to speed up game play. The copy
protection is an abomination, and the manual isn’t much better,

yet for all this, the game is excellent and provides many hours
of fun. Fortunately, that is the criteria upon which I ultimately

jtidge a product, cgw

THEmmmm Plait-Bv-Mail Offer...

...JUST GOT BETTER!
Another five major play-by-mail games have joined our unique offer: Cluster Lords (rules and 1 0 free turns in this deep
space opera), Death and Sorrow (rules and 10 free turns in this introductory fast-moving wargame), Perseus Arm (the
1 70-page rulebook and 3 turns in a massive new space opera), St Valentine’s Day Massacre (rules and five turns in

PBM’s most challenging crime game), World Conquest (rules and 4 turns in this clean strategic wargame). And now all

subscriptions are processed by first class mail, ensuring you get the hottest news in the hobby.
Play by mail is America’s most exciting form of gaming, pitting you against crack players across the country and abroad.

(Call (21 6) 673-21 1 7 for news of the big national PBM convention.) Our offer gives you the chance fo sample if and decide
if if's for you.

For those who haven’t seen our guaranteed offer before, here it is:

Take a $20 (4-issue) subscription to FLAGSHIP, the leading international play-by-mail magazine, and let our reviews,
features and player comments help you pick the best of the latest games. We think you1l enjoy our frank, irreverent style.

With your first issue we’ll send you a $20 coupon for any of the above games and 1 9 others, with a description of each
so you can decide which of these intriguing designs to try. The only condition: that you’ve not played with the chosen
moderator before.

Buf what if you don’t like FLAGSHIP? Whaf if you’re not intrigued by the game you write for? Haven’t you wasted $20?
No! Write us within a month of getting your first FLAGSHIP to tell us you were disappointed, and we’ll refund you the

entire $20. (You can still use the coupon.)

So: either you’ve enhanced your gaming with an exciting new dimension for $20. Or you’ve explored it and
decided it’s not for you - at a cost of zero!

Why not try it? Send $19.99 to FLAGSHIP, CGW offer, PO Box 454, Fair Lawn, NJ 07401-0454.
[European readers: Send £9.99 fo FLAGSHIP, CGW offer, PO Box 1733, Handsworfh, Birmingham B20 2PP for the

equivalent European offer!]
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Tips For Interplay's

Buzz Aldrin's Race Into Space

Moon
Landings
Made Easy

by Erik Anderson, With Fritz Bronner,

Designer ofRace into Space

B
UZZ Aldrin’s R<ice Into Space is a

challenging game ihat places rhe

player in the position ol rhe leader

and administrator ol a space program.

This was a job big enough to cause the

resignation of two American administra-

tors, and the death (by heart attack) ol a

Soviet Chief Designer. While Buzz is a

somewhat simpliHed and abbreviated ver-

sion of the real thing, it is still somewhat

daunting. The following is a guide to

negotiating the worst of the hazards.

There arc three levels ol dilHculty in the

game: hard, difficult and bloody night-

mare! Some might ponder whether the

game is more difficult than history. In

recreating histoiy, nearly everyone has

20/20 hinilsighi. Ifapproached with the

attitude that "it was easy since we did it

before,” the space program would have

met with disaster. Thar is why the design

of the game takes an early view of space

exploration. From the late I950’s all the

way up to just belore the Moon landing,

there were literally thousands of danger-

ous unknowns. Whether man could sur-

vive in a weightless environment was one

of many questions space experts consid-

ered.

Rigid safeguards, proper planning, and

backup contingencies must be made in

order to overc«mie the harsh environment

of space. In Buzz Aldrin’s Race Into Space,

one is given the opportunity to handle

this stressful job and deal with some big-

time crises management. A player must

face the same difficuh unknowns that his

or her historical counterparts had to deal

with. Hopelully, through these sugges-

tions we may kee[i you from getting fired,

or from suffering cardiac arrest.

“It’s One Small Step...”

The strategy for the game can be broken

down into three sections: the opening,

the midgame and the endgame. It is im-

portant to set goals in each area in order

CO plan properly.

Opening (1957-1961): Buy an (Orbital

vSarcllice and an Atlas or A-series. R&D
them immediately and declare (in Future

Missions) an Orbital Satellite launch at-

tempt. It will take place at the end of the

next turn, allowing another set of R&D
attempts before it happens. The plan is to

launch on November 1957, just like his-

tor>', but with a little luck some real ad-

vances can be made.

Keep R&D’ingand launching satellites

until successftil. Buy a Mercury/Vostok

program in the Sju ing of 1 958 and R&D
it continuously. Buy Astronaucs/Cosmo-

nauis and put four or five of them in the

Mercury (or Vostok) program. Ifall goes

well, you can declare a Manned Suborbi-

lal for Spring of 1 960. Follow chat as soon

as possible with the Manned Orbital and

an EVA (buy and R&D it, of course!) as

.soon as it is practical. By the end of 1961,

it should be time to buy the Titan and

Ranger (or Soviet equivalent, which I will

cease to list) and/or the Gemini.

Midgame (1962-1966): R&D the Ti-

tan, Ranger and Gemini. Get the second

group of astronauts and assign them to

the Gemini project. Launch a I.unar

Flyby as soon as the Titan and Ranger are

up to speed, but not before doing a

Manned Orbital. The Manned Orbital is

a crucial mission step, and launching a

Flyby first means a -3 modifier through-

out the mission!

When the Gemini is ready, buy a Dock-

ing Module for it. ’Fbis should be done

after accomplishing the Orbital, so de-

clare all Gemini missions as lEiracion,

Docking and EVA missions. Since you’ve

got the Titan working, Strap-Ons arc rec-

ommended, as is launching the whole

thing in one mission. That would be Mis-

sion #33, Manned Orbital Docking EVA
Duration. Note that you can’t count on

docking with a Docking Module already

in orbit, .so avoid that. Also, avoid mis-

sions with joint launches if you can help

it; they’re not as reliable.

Fly the Gemini on Mi,s.sion #33 repeat-

edly, gradually increasing Duration levels

(B, and then D). If tlie dockings fail,

don’t increase the duration (that will

make planning them too difficult). Even-

tually, you should raise your Docking to

around 70% and Duration to at least

Level C.

At some point, think about hallowing

up the Lunar Flyby with a Lunar Probe.

However, since it’s generally OK to skip

this step, go ahead unless there is a lot of

money available or the manned program

is suffering setbacks and needs to do

something in the meantime.

('(inijniwr dtiiiiiiif,- World



poses of this discussion, let’s assume the

historical approach, which is a fairly good
and reasonably safe plan. To take the

historical road, you must buy the Apollo

capsule in 1964 or 1965 and begin

R&D’ing it right away.

Endgame (1967-)' Buy a Lunar Mod-
ule! The Eagle is much more affordable

than the Cricket; not because of initial

cost, but because of its R&D costs as well.

Fly the Apollo, as the budget bonus for

the first three-person capsule is nice.

Once Duration C has been accom-
plished, the Lunar Flyby is done, and the

Lunar Probe (ifany) has landed, go ahead
and fly a Manned Lunar Pass!

Save the Manned Lunar Orbital until

you can combine it with a LEM test. The
prestige bonus is good, but it’s a long way
to the Moon. Therefore, don’t unneces-

sarily expose your Apollo program to that

many steps, any of which could fail.

Buy a Saturn at some point. Note that

.since the Titan, Atlas and Strap-Ons are

all over 75%, just buying the Saturn V
nets a safety factor of60%! That’s a year’s

worth of R&D, so make the Saturn V a

final major purchase.

The last three missions should be a

Manned Earth Orbital LM Test, a

Manned Lunar Orbital LM Test, and
then (ta da!) a historical Manned Lunar
Landing. Once your simulated Arm-
strong puts moonboot to moondust,
you’ve won!

Okay, it’s never that easy. Setbacks al-

ways occur. If the Gemini fails, for exam-
ple, one must speed up the Apollo

program and have it take over early. Ifthe

Manned Lunar Pass fails to make orbit,

downgrade the Manned Lunar Orbital

into a Pass, and reschedule everything

else. When problems arise, part of the

game (and lire in general) is dealing with
them.

Feel free to improvise solutions in Buzz,

too. The historical approach is a good
one, but il the budget is uncommonly low
or high, or il other circumstances dictate

(like the Apollo keeps blowing up), it can

be the worst approach to choose.

Hardware Options: Going with a

Gemini instead of an Apollo is cheaper,

but riskier. The player must decide which
to use early on in order to have a Kicker-B

and Cricket LEM on time. Later, if the

budget improves, get an Apollo program
as a backup, in case the Gemini hies.

Foregoing the Saturn V and launching

all LEM missions as joint missions is an

inexpensive option. However, I don’t like

joint missions with unmanned portions;

they seem to fail with alarming regularity.

It’s tempting to skip LEM tests by taking

this option, but it has its risks

The minishuitle is great. It’s expensive

to start, though it is cheaper in the

endgame than an Apollo, thanks to its

reusability feature. It’s also extremely re-

liable, which is nice.

The Soyuz Kicker-C option is worth a

look, too, especially for the Soviet player

who’s falling behind.

The four-man programs change the

whole midgame and endgame strategics,

so make the decision to go with a min-
ishuttlc during the opening. It’s not a

great way, but there’s no docking or LEM
tests to worry about.

“Fire In The Spacecraft!”

Astronautics is a dangerous business.

Even on the simplest missions, fatal dis-

asters will occasionally occur. Don’t de-

spair; repair the damage or switch to your
alternate program and continue the race.

Your opponent is subject to the same
failures, and fail he will.

Don’t be discouraged if an opponent
gets all the "firsts” in terms of discoveries.

While their progress is not good for your

budget, it’s important to remember that

the game is a moon race. It is akin to a

marathon and it does have a finish line. If

an opponent gets all the firsts, following

suit within a turn or two will keep things

approximately even. While a bit demor-
alizing to trail others, it’s just fine as strat-

egy. A mishap by your opponent or a

last-minute burst of speed on your part

will be enough to steal the lead at a critical

moment.

Buzz is a deceptively simple game.

There are plenty of decisions, and their

ramifications have many levels which are

difficult to foresee. As with all things,

practice makes that easier. Take heart

—

The Informative PBM Magazine

Do you know what PBM (Play-By-Mail)

gaming is? if you don’t, we can help you
explore the world of PBM gaming. Paper
Mayhem has been leading the way for

over 10 years by informing people about

PBM gaming. Articles, reviews, biograph-

ies and more fill each issue. Not to men-
tion the ratings of PBM games and com-
panies that our readers participate in.

Paper Mayhem has been improving with

the ever expanding hobby of PBM gaming
since 1983. Each bimonthly issue brings

you the latest on PBM news.

So why delay and miss out on all the

fun? Read Paper Mayhem and take ad-

vantage of PBM gaming.

Send subscriptions to:

PAPER MAYHEIVI

Dept CG,1518 Adams St.

Ottawa, IL 61350-4770

US Subscriptions:

Single issue $5.00

1 year S24.00 - 2 year $42.00
FOREIGN SUBSCRIPTIONS; 1 year Cariatia S31.00;
I year to Eunjpe S51.00; I year to Auslralia S57.00.
All Subscriptions to PAPER MAYHEM are lo be p.iid

in US tuixJs and drawn from US banks. Foreign sub-
scriptions are asked to use International Money
O.-der in US funds.

HRACaLA,
‘ In London

*

UASLU ON liUAM STOKKU'S ORIGINAL NOVLL

For Windows. Excellent graphics, interface , sounds!

Count Dracula is somewhere in London. Use your wits to

track down the bloodthirsty vempirc and put an end to his

evil menace. Assume the role of Prof. Van Helsing, the

renowned metaphysician or Mina Murker, the alluring

young schoobnislrcss. Learn the secrets of RenDeld, the

madman. Explore haunted mansions and much more

I

S29 each. Mail check, cash o

money order lo:

SDJ Enterprises, Inc.

1551 Fawn Valley Dr.

SL Louis, MO 63131

[(314) 966-5602 (Evenings Only)

Nol avaUable In starts. Satisfaction guaranutd oryour money bade

Windows 3.1

VGA graphics

38$ or faster

Supports Sound Blaster

Easy 10 Install
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the computer can be beat if you think

ahead, stay smart, fight dirty and remain

optimistic. No one was more surprised

rlian the astronauts when we made it all

the way CO the moon without any in-space

fatalities. (Well, there was the one on the

ground.) Having no casualties in space

was really a stroke of luck; a statistical

fluke, and Buzz reflects that. Odds are, a

player wUIVaW people in space, Just try to

keep the carnage to a minimum and hope

your opponent docs worse.

“You Are Go For At Least

Seven Orbits...”

The following is a list ol what one’s

program needs to have accomplisiied be-

fore trying to put people on the Moon.

--4^' A Docking Skill of at least 80%.

Keep trying dockings until obtaining

this level. Launchinga manned lunar

landing and then tailing to dock is

very frustrating.

An Endurance through Level D. Do
not skip any endurance levels when
going to the moon, For each endur-

ance level skipped, it’s a -5 through-

out the mission! Lunar orbital and

limar landing missions have far too

many steps to take such a risk. His-

torically, the U.S. launched Geininis

on ever-increasing durations until

passing the two week mark (level D).

NASA also practiced dockings on

the same missions, which was con-

venient. Try it.

Prior mission milestones: It's dan-

gerous CO launch an orbital mission

until after completing a suborbital.

However, it’s much more dangerous

to do a Lunar Landing without hav-

ing done a Lunar Orbital first. Why?
Because, in the case of the landing

itself, that -3 for a skipped step has a

lot more mission steps in which to

cause you grief! Never skip the

Manned Lunar Orbital! When try-

ing for the Manned Lunar Pass, you

may be able to skip the Lunar Probe

(sometimes), but you should always

have at least one successful Lunar

Flyby. The Pass is a shorter mission,

but even so, that -3 the whole way
around makes it quite a white-

knuckler.

LM tests; At least make a Manned
Lunar Orbital and take an LM along

for a test. This satisfies two out of

three LM points; the remaining one

is just a -3 when using the LM. Get

the remaining LM test, if possible.

Trying to land without uny \.M tests

is pretty dangerous.

4^ Maximized R&D capsule safety fiic-

cor. Always do this, especially in the

case of the Gemini program. Never

launch a manned mission unless the

capsule is up to the max level to

which it can be developed at that

time. You should maximize the

R&D for capsules, not just out of

normal safety concern, but also be-

cause the + 1 CO the safety factor after

a successful mission is vital for going

above the max R&D level (as op-

posed to bringing tilings up to a level

that would otherwise have to be at-

tained by spending a couple Mega-
Bucks). You can sometimes break

this rule when racing for the first

Sub-Orbital, but at no other time!

pilot with Capsule Skill of 4.

Never consider anything less than 4.

Okay, maybe a 3, but not less than

that!

No rushing: A -3 is too painful, es-

pecially wlien multiplied out by

some 2()-odd steps. Rushing is for

satellites and Sub-Orbitals, not for

Moon walks. Buying a second

launch pad allows for the earlier

scheduling of missions—without

the rushing penalties! Second and

third launch pads are costly, so con-

sider carefully when to buy them,

Technology Bonus

The following information is not listed

in the original game documents. Want a

leg up on the competition? Read on

Any program developed to 75% or

greater will give a reliability bonus to

other similar programs. For example, the

Mercuiy is researched and developed to

75%. If the Gemini program was pur-

chased, it would start at 40%. This re-

flects what was learned from the Mercury

program aitd helps in the design and de-

velopment of the Gemini progtam.

What follows is a list of Technology

Transfers. On the left is the current pro-

gram safety and what Tech bonus is re-

ceived when starting similar programs.

(The Soviet program bonus works the

same way as these American examples.)

We hope this additional intelligence

will aide you in your race against the “Evil

Empire” of your choice, cbw

Manned Programs
Program(s) Safety Factor Bonus for other programs
Mercury 75% Gemini-20%, Apollo-20%, Jupiter-1 0%
Gemini 75% Mercury-40%, Apollo-30%, Jupiter-1 5%
Apollo 75% Mercury-40%, 6emini'40%, Jupiter-25%

Jupiter 75% Mercury-40%, Gemini-40%, Apollo-40%

Mercury, Gemini 75% Apollo-40%

Mercury, Eagle 75% Jupiter-35%

Mercury, Cricket 75% Jupiter-35%

Gemini, Eagle 75% Jupiter-35%

Gemini, Cricket 75% Jupiter-35%

Apollo, Eagle 75% Jupiter-35%

Apollo, Cricket 75% Jupiter-35%
* The minishuttle gets no bonuses from the capsule programs. It was based

on the dyna-soar lifting body, a revolutionary concept at the time.

Rockets
Program(s) Safety Factor Bonus for other programs
Atlas 75% Titan-25%, Saturn-1 5%, Nova-1 0%, Booster-30%

Titan 75% Atlas-35%, Saturn-35%, Nova-25%, Booster-30%

Saturn 75% Atlas-35%, Titan-40%, Nova-25%, Booster-30%

Nova 75% Atlas-35%, Titan-40%, Saturn-35%, Booster-30%

Booster 75% Atlas-35%, Titan-25%, Saturn-15%, Nova-10%
Atlas, Saturn 75% Titan-65%, Nova-35%
Atlas, Titan 75% Saturn-60%, Nova-35%
Atlas, Nova 75% Titan-65%, Saturn-60%

Booster, Saturn 75% Titan-65%, Nova-35%
Booster, Nova 75% Titan-65%, Saturn-60%

Satellites

Program Safety Bonus
Explorer 75% Ranger-45%, Surveyor-45%

Ranger 75% Explorer-50%, Surveyor-50%

Surveyor 75% Explorer-50%, Ranger-50%
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Whether it's the menacing snarl of a chainsaw or the banshee scream of your

F-1 Tomcat, just remember: it isn't real. Until you hear it on a Sound Blaster."

Sound Blaster fidelity adds a whole new dimension to PC

games, not to mention multimedia and other applications.

And Somid Blaster is compatible with more of your software

than any other audio card. No wonder it's the best selling

sound board of all time.

So when you're ready to hear what your games really

sound like, get in touch with your Sound Blaster dealer

today. Or call us direct at 1- 800-998 -5227. Or we may just have to "> A'W*™,

send DrUllO over to porsiisdo you. audio.. .we've got the Sound Blaster for you.
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In this issue . .

.

SSG’s Warlords If

Sneak Preview
by Alan Emrich 103

General Principles

Of Strategy

by Tim Carter 1 06

Three-Sixty Pacific's

Harpoon Designers' Series II

byH. E. Dille 110

Wargames Survey
1900-1950, Part I

by M. Evan Brooks 118

The Empire Deluxe

Tournament Continues!

by Alan Emrich

Round three ofthe New World Computing/ Computer Gaming World Empire Deluxe

tournament is under way at this time. Here’s the lineup:

Name
R. Rutdlege

M. Conder

Network
Prodigy

GEnie

City, State

Seattle, WA
Littleton, CO

M. Kohn
T. Webb

CompuServe
Prodigy

Walnut Creek, CA
Reno, NV

D. Aldrich

R. Andrews
GEnie
TSN

Minneapolis, MN
Waterville, OH

E. Best

M. Ellis

GEnie
Prodigy

Carrollton, TX
Tupelo, MS

B. Marchesani

D. Crandell

Prodigy

CompuServe
Lyndhurst, NJ
Englewood, NJ

B. Brennan

H. Gale

CompuServe
GEnie

College Point, NY
Westwood, MA

M. Gravel

R. Matthews
CompuServe
GEnie

Cranston, RI

Assonet, MA

W. Haberer

R, Moser
GEnie
Prodigy

Tucson, AZ
(Unavailable), EL

Mindcraft’s Ambush
at Sorinor

by H.E. Dille 128

SSI’s Great Naval Battles

In The Atlantic

by H.E. Dille 130

Highlights from round two show that Blue is still the most winning position to play. The

average game length was only 67 turns, while only one match went into triple digit length at

130 turns. The quickest match during round two was a stunning 15 turns!

As an interesting aside, one tournament player, Darell Phillips (Prodigy: WJXS08A) found

his first round opponent was an old friend whom he hadn’t seen in over three years. Best of

all, he didn’t know that friend, Mike Isom, was even a computer gamer! Now, of course, their

friendship is closer thanks to playing in the Empire Deluxe tournament. And on that note, I’ll

close this column by playing the theme to “It’s A Small World... ”cgw
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You’ve Got
To Be

Keating Me!
A Sneak Preview
Of Warlords II

by Alan Emrich
Snenk Prniews are not designed to be reviews. They arefeature articles based on "works

in progress "that CGWs editors have deemed worthy ofearly coverage. These articles are not

intended to provide the jina! word on a product, since we expect to publish appropriate

review coverage when thegame isfinished.

When Australia-based Strategic Stud-

ies Group (SSG) released Warlords

back in 1991, I doubt that they

could have anticipated its tremendous suc-

cess, nor its popularity as a “hard core” fantasy

wargame. Certainly, the experience from

SSG’s previous foray into fantasy computer

games (their ill-fated Fire Kmg—a sort of

Gauntlet role-playing game run amuck)

might have kept wargamers par excellence Ian

Trout and Roger Keating a safe distance from

the fantasy genre. However, when Steve

Fawkner submitted a game design to them for

a “real” fantasy wargame, SSG published

Warlords with their usual low-key fanfare.

The rest is history (well, fantasy actually—if

you take my meaning).

Before one could say “1 am destined to

conquer Illuria,” the techno-tinkers at SSG
were busy working on an “enhanced” version

of Warlords. Released soon afterward, it in-

corporated some of the many new features

that the Macintosh conversion of die game

was developing. In fact, the Macintosh ver-

sion of the game, when released in 1991, was

such a vast improvement over the IBM ver-

sion in the eyes of SSG, that a full tilt sequel

(Warlords If) was planned upon the Mac
conversion’s release. After a long hiatus to

launch their Carriers at War game series,

those Aussies were at it again. With a long list

of things they and outspoken players wanted

to see in a sequel product. Warlords //went

slowly from the drawing board to the moth-

erboard.

Greetings, Warlord!

Veteran Warlord^\zyQts will enjoy the new
polished look to the game. A new background

with the appearance of marble has been

added, the army units and heroes are much
crisper, and improved terrain adds consider-

ably to the game’s monitor-bound look. The
ambiance of Warlords II is further enhanced

by the graphic depicting each individual

player/warlord. While the eight players still

possess the same fa-

miliar colors, each

now has a distinctive

shield emblem and

an attractive castle

design on the map.

Neutral castles retain

their traditional

walls-&-turrets

look, while the

Storm Giants’ cas-

tles, for example, ap-

pear as a mountain
with clouds and

lightning bolts atop

it. Conquest by the

Lord Bane warlord

converts a castle into

a large, blackened

skull with torches

dimly lighting the

threatening maw ofan entryway. Other play-

ers (the elves, dwarfs, etc.) each have their

own distinctive castle architecture.

In addition to improved graphics, players

with a sound card are in for another treat. The
computer opponents speak and each snippet

of speech is presented with a large portrait of

“the Warlord” himself, who will greet players,

bid them adieu, and comment on their pro-

gress from time-to-time during play. I don’t

know whose voice is that of the Warlord, but

it was mercifully unaccented. Somehow, a

Paul Hogan sound-alike just wouldn’t have

the same impact when making a stern com-
mentary mid-game.

Music and sound cues have been added,

too. The music, in particular, works well with

its mostly low, background intensity. It is

subtle enough that I found myself leaving it

on while playing (which is unusual for me).

The sound effects, while sparse, punctuate

important points in the game, in particular

sounding a gong to signal the commence-
ment of a human player’s turn. As will be

noted later, this feature can be quite impor-

tant.

New Worlds To Conquer

After getting past the early sizzle, the first

bite of steak comes in the form ofnew maps.

The half dozen fixed maps, by themselves,

add so much more variety than the single,

fixed, visible map in the original Warlords.

Add to this a random map generator (where

players can define the percentages of woods,

water, hills and cities they desire) and the

ability to save these maps should any particu-

larly interesting ones get rolled up, and re-

playability skyrockets. Granted, the map
maker is a processor intensive feature (mean-

ing that it will take a 286-I2MHz computer

around five minutes to generate a new world

that a 486-50MHz cranks out in about 30
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Close-In Counters

Although one can now opt to play with a

“quick start" feature that divides up all of the

cities evenly beovecn players before turn one
begins, I expect players will generally want to

expand out from their first city and conquer
theirway into everlasting glor)'. In either case,

units will be mixing it up in battles from the

start, and one soon discovers that combat has

become a much more interesting event.

Though it still looks and works similarly to

Warlords, Warlords 11 has created such an

increased diversity in the unit types that a

whole new challenge awaits players of the

original game. Consider a sampling of these

new factors.

Many battles will still revolve around cities.

In city battles, Minotaurs and Spider units

both receive strength bonuses. If the attacker

has a Catapult, the defender receives no

strength bonus for the city walls. In clear

terrain. Light and Heavy Cavalry units re-

ceive a one and two point strength bonus,

gui.se of a ship at sea (or, conversely, convert

back to a land unit). While 1 haven’t quite

figured out the nuances ofship-to-ship com-
bat yet, it looks as ifsea movement is another

good way to go exploring, and strong attacks

from the sea can be conducted against coastal

cities with thunderclap surprise.

seconds), but the end results. I’ve

found, are always well worth the

wait,

Best of all, the maps can tiow,

optionally, be played in “discovery”

mode. This means that they arc

blackened at the start (a la Empire
Deluxe or Civilization) and become
revealed as one’s units maneuver
around. Every map is the same, fixed

size (large, as in the original War-
lords), so it may take several turns of

careful exploration to get a feel for

the location of other players and

continental coastlines, but it does

add considerably to the game.

To facilitate exploration, two
cheap new unit types have been added. These

are Scouts, with a special ability that helps a

stack ol units move through hills and woods
quickly, and Bats, which can fly over moun-
tains and water, and can cart)' heroes on their

backs. Both of these unit types have only one
combat strength point and a high movement
allowance—making them perfect for explo-

ration duties.

respectively. Having a demon army negates

all non-hero, non-city wall bonuses the en-

emy stack might he enjoying, while fighting

with an Archon (arch angel) uniton your side

will negate the opponent’s hero bonuses. One
final bit ofspice is the effect ofelephant units,

which will reduce eveiy enemy unit attacked

by one strength point each.

Units can now
have modified

strengths upwards of

14 points each, and

clicking on the

“Show Stack” menu
line reveals each

unit’s basic and then

modified strengths.

Of course, blessings

at temples are still

important, and the

“intense combat”
option still exists.

Now, however, the

basic combat die toll

is made against a D-
16 (16-sided die),

while intense com-
bat uses a D-20. Fi-

nally, one can now
change the order in which their units step

forward to engage in battle.

The practical upshot ofthese changes is that

it is now more of a challenge to put together

those “special forces” stacks ofunits that were

right (or all occasions in the original

Warlords Now, one must op-

timize different stacks for different

purpo.ses. Players will do well to have

some cavaliy corps to run down en-

emy scouts probing the neighbor-

hood, a flying wing for crossing

mountains or water in force, a siege

stack for assaulting heavily defended

cities, an anti-hero strike force, and

It should also be noted that naval

units have been completely elimi-

nated. Units now stop when they

move through an embarkation point

(coastal castle, port or bridge) and,

on the next turn, they take on the

Diplomacy

Yet another new element in Warlorels //is

the addition of formal diplomacy. Although
there can only be three declared diplomatic

states between any two players, these suffice.

While at peace, the forces oftwo warlords can

cooperate (although they still move sepa-

rately). Normal hostility allows one’s forces

to combat each other, htit no assaults on
enemy cities are allowed. For that, the third

level of diplomacy, “total war,” is the option

of choice.

Typical for a Roger Keating design, the

computer players have long memories and
short tempers, so one can easily find them-
selves surrounded by hostile neighbors. Each

kingdom also has a diplomatic rating ranging

from “Supreme Diplomat” to “Running

Dog” (they are also rated for aggressiveness

and economic efficiency). In all dealings,

one’s reputation precedes a player and is fac-

tored into all diplomacy.

Charting The Monarchy

As one becomes more involved in a game of

Warlords II, the additional charts and graphs

that can be called up from the various menus
prove their worth. It is certainly nice to see,

both as a graph and in raw numbers, where

one stands vis-a-vis a city or army count with

their neighbors. Graphs also provide com-
parative information on wealth and victory

points, so checking these from time-to-time

is a must. There is even a “history” graph

which recalls heroic deeds done and the con-

quest of cities on a turn-by-turn basis.
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Increasing The Value Of Gold

Money has become much more important

in Warlords I

L

although players can certainly

win without being great money managers. In

addition to limiting one’s potential army size

and attracting mercenary heroes (as before),

money can now be spent to increase the pi o-

diictive capabilities of a city. Although the

exotic units (dragons, wizards, elementals,

etc.) can only be built at cities as a pre-game

option, there are still plenty of other unit

types to choose from for those wanting to play

in the “more realistic” mode. The cheapest

units to add to a city’s potential are the afore-

mentioned Scouts and Bats (at 10 and 30

gold, respectively, to add to that city’s “allow-

able builds”). At the high end of the scale are

Pegasi, Griffins and Elephants (each costing

well over 1,000 gold).

Note that these prices just allow a city to

build those unit types. They must still be

built, over time, in the same old way. How-
ever, city defenses improve when a city can

produce more unit types, so buying a variety

not only gives a player production options,

but also improves a city’s chances or with-

standing a siege. Additionally, the new pro-

duction vectoring system (where a unit

produced in one city appears two turns later

in another) is much easier to use.

The Quest For Heroes

Heroes rake on increased dimensions in

Warlords II as well. Now, they are gender

specific and, with each city or enemy army
conquered, they earn experience points.

When a plateau is reached, that hero rises in

rank and has their personal combat strength

and movement allowance increased. 'lliis

crude role-playing element, however, does

not detract from the largely war/strategy

game aspects of Warlords II, but another new
clement docs add a twist....

Heroes who visit temples can now be sent

on quests. It might be to raze a city, recover

an item, or smite another hero. Whatever the

quest is, it will pay off handsomely in both

wcalth/magic items and experience points for

the hero that completes it. What these quests

tend to do, however, is to send away both a

hero and his/her accompanying armies on

some “damn fool crusade” while important

battles urgently need to be fought. Just how
much a player wants to let such hero-led

forces be distracted becomes a new strategic

consideration. However, cranking up heroes

to demigod-like stature can create a force that

no enemy will be able to withstand.

Missing Links

Sadly, in the beta versions I’ve previewed,

the AI was still vety much “under develop-

ment.” I could not test much of it out. and

therefore, cannot really report on it. One
glaring nuisance that I must report, however,

is the game’s speed. Although there is a toggle

for choosing a ran-

dom turn order, one

often has to wait

quite a while for the

computer players to

finish their turns.

This can be particu-

larly annoying when
playing with the

“observ'e enemy ar-

mies” option off,

such that there is

nothing to watch

while waiting for an-

other turn.

The reason for this

delay is that the

computer is moving
each army or stack

individually and

fighting the battles

out in the same way as the human players do.

1'here seem to be no “quick combat” routines

built into the Al at this point, and each player

turn was taking about 30 seconds on my
386-33. That means I spent an average of

three minutes between my turns while wait-

ing for the computer players to finish theirs.

I must thank SSG for including the loud

(almost annoying) gong sound to notify a

human player that it is his or her turn. This

allows one to leave the room for a couple of

minutes and be notified when it’s time to

come back to play another turn.

Perhaps the most requested feature for

Warlords (plus Civilization and several other

strateg)' games, for that matter), modem play,

is not to be found in Warlords II Modem

gamers will still prefer Conquered Kingdoms

when looking for telegaming fantasy con-

quests. However, // does work fine

with multiple human players on the same

machine, and I’ve had some three and four-

player weekend games lately that have been

vety exciting.

In the best traditions of SSG, Warlords Ills.

a game where the better strategist will win.

The product is crammed with game play, and

the replay value has been advanced by

bounds. For fims of games like Empire Deluxe

or Conquered Kingdoms, it is simply impossi-

ble to go wrong with the likes of Warlords II.

Personally, I can’t wait to see what further

refinements await as the finishing touches are

added to this game, cgw

Annual COMPUTER GAME DEVELOPERS CONFERENCE
Call For Papers!

The conference will be held April 23-26, 1994 in Santa Clara, California. If you have

an idea, issue or problem that you’d like to share with your colleagues, the Board of

Directors wants to hear from you.

FORMAT: All sessions last one hour. We are currently accepting proposals for lectures

(150-300 person sessions with limited audience participation) and seminars (50-75 person

sessions with more give and rake).

TOPIC CATEGORIES: Any material relating to interactive entertainment is welcome,

but should fit in one of the following categories: DESIGN THEORY, DESIGN PRAC-
TICE, TECHNICAL ISSUES, and BUSINESS/LEGAL ISSUES.

TO SUBMIT A PROPOSAL: Write a one-page summary of your proposed talk,

specifying the CATEGORY of your talk and the FORMAT you’d prefer, along with a

detailed description ofits content. A paragraph will do, but ILEMEMBER, THE BETTER
THE PROPOSAL, THE BETfER ITS CHANCES OFACCEPTANCE. You may mail,

fax or E-maii it to one of the addresses shown below. ALL PROPOSALS MUST BE
RECEIVED BY OCTOBER 15, 1993!

U.S. MAIL Fax: (415)965-0221

Anne Westfall Internet: ewadams@netcom.com
1440 Cedar Place GEnie: E.ADAMS10
Los Altos, CA 94024 CompuServe: 71170,161

For more information about the Computer Game Developers’ Conference, please call

our Customer Service line at (415) 856-GAME, cgw
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Think Like A Gcncrad, Win Like
An Admiral

Words of Wisdom For Gaming Warriors

by Tim Carter

L
ee’s face it, no one really wants to lose a game. Yet, there

are too many gamers who never bother to prepare to win.

Hacks like myselfwrite articles that give game-specific tips

to help players along, but there are certain general gaming

principles that can be learned and applied to ever)' game. With
an understanding of these general aspects, one can develop their

own grand strategic plans, rather than relying primarily on the

game-bound tips uncovered by those of us who spend far too

much time with their games.

Success in any strategy game requires that the player have a

solid grasp of (surprise!) strategy. J'hc question of just what rs

strategy has kept a legion of militaiy historians and political

scientists busy for decades. Fortunately, the boundaries of strat-

egy for most computer games are considerably more limited

than in real life.

A good place to start when considering strategy games is one

of the oldest of them all—chess. There are essentially five

elements necessary to understanding and winning at chess.

These are: the board, the pieces, tactics, strategy, and openings.

In thinking about strategy for other games, it is useful to think

in terms of these five building bloclcs of strategic thinking.

While the board in chess is simple, properly using it is a key

to chess strategy. In games where the board is more complicated,

usually reflecting a natural terrain ofsome kind, understanding

the board is often crucial. Terrain modifiers, be they in terms of

movement, combat or production, arc usually of vital impor-

tance to winning the game. Fortunately, these modifiers are also

usually well documented.

On a more subtle level, maps will sometimes channel move-
ment in a particular direction. This can be very important for

long range planning. The key here is to understand how the map
will affect tactics, strategy and opening moves. In what ways will

it make the opposition predictable, thereby making planning

more simple?

"So if is said fKaf if you kuow ofke^*s and
know yourself, you will nof ke imperiled in a

kundred baffles/^ Sun Xzu

Understanding the forces at your disposal goes beyond a

simple perusal of their description in the game documentation.

It is necessary to understand how units interact with one another

and with the enemy. For instance, in Three-Sixty’s Vfor Victory

scries, armored units contribute both their attack strength and

an armor modifier when the odds ofany attack are totaled. This

means that armor is best used in conjunction with a large

number of other units wliich can benefit from the modifier. In

many cases a massed armor attack is actually a waste ofresources.

Furthermore, armored units with a strength of zero can still

contribute greatly to the success of an attack by modifying the

odds ratio through the use of their armor modifier.

It is also important to understand the forces ofthe opposition.

Most integrated military forces are more than the sum of their

parts. The same is true of most gaming armies. Removing a

single element from an enemy arsenal may make its overall effort

dramatically weaker. When facing an army it is sometimes

useful to consider how to disrupt its cohesion rather than

attempting an all our battle of annihilation. In SSG’s Warlords,

“leader hunting” is an extremely effective tactic, while in the

classic Empire, a persistent campaign against the enemy trans-

port fleet will almost always guarantee victory.

"Xke aH of wa>‘ iia fke tva»*»‘ower sense must
now in its ttu*n be bf'oken down into tactics and
strategy. Xke first is concerned witk tke forn^

of tke individual engagement^ tke second witk
its use.^^ diZarl Von ^Clausewita:

Tactics, the maneuvering and operation of forces on the field

of battle, cannot be overlooked if one wishes to have consistent

success. Here one’s knowledge of the opposing armies and the

terrain must be combined to create a position of advantage.

Tactics involve winning the battles between individual units,

whatever their size.

In the classic board games, tactics involved achieving the

mythic 3 to 1 odds for attacks, and avoiding these odds on
defense. While computer games (and board games) have moved
away from this simplistic system, the basic principle behind this

approach still applies. The 3 to 1 ratio was preferred because it

minimized risks to the attacking force wnile increasing the

chances of victory.

Where possible, such as in QQP’s Conquered Kin^do 77is and
The LostAdmiral, iris obviously a good idea to match forces with

enemy units which cannot fight back (i.e. lancers vs. cavalry,

submarines vs. battleships, etc!). However, given the diversity of

units involved and the nature of most battles, this is not always

possible. A wise tactician therefore must learn how to gain an

advantage when the match-ups are not clear or obvious.

For instance, in Conquered Kingdoms a combined arms ap-

proach is often highly effective. Since missile units confronted

by an enemy in their square cannot fire for that turn, it is often

useful to move a weak and expendable unit into the same square

with a high value enemy piece, such as a dragon. Then, you can

move up your own missile forces, confident that the enemy will

not be able to return fire.

ancient times skillful wa»*>*io>‘s fi»*st

made tkemselves invincible^ and tken wateked
fon vulne»*abi lity In tkei»* opponents/' St\n Xeu
Strategy is the art of planning a series of tactical engagements

that result in a winning position. The key to a successful strategic

plan is the exploitation of enemy weaknesses. The corollary to

this, ofcourse, is creating a vulnerable position in the enemy line

through the proper combination of strategy and tactics. Strat-

egy thus miLst be systematic. Create and follow a general plan.

Establish what is necessary to win and then pursue these goals

single-mindedly.

Strategy also often involves creating the forces to be used.

Games like Civilization 2.n6. Empire suWovr players a much greater

degree of strategic freedom because they can control not only

how they will use their forces but also what those forces will be.

If this is the case, creating and exploiting an advantage must
be the focal point of force creation. For instance, in Warlords an

Cninpiiu-r Gaininfi World



efFectivc strategy can involve the creation of a fast striking force

to raid enemy cities behind the front lines. Such a force can be
comprised ol either flying units, cavalry or slower units trans-

ported by boat.

"

^

uAistake im tKe of'igittcil concentf^ation

of tke ai^\y\Y can Kardly be. •ectified dw>‘in0

ikc! eniii^e. cont'se of fke campaign.”
hlelmuf Von A^olfke (tke elde**)

Openings arc an essential element of chess; they arc important
to strategy for most other games also. A successful opening
provides the player with the initiative and with an advantageous
position, often by putting the enemy into a vulnerable situation.

For instance, in SSI’s Second Front Ti. useful opening is to move
all of the German armored corps into Army Groups North and
Center. This will usually put Moscow and Leningrad in peril a

month or more sooner than a balanced attack in tiie north and
south. The additional four weeks ofgood weather can knock the

Russians out before the snows fall.

Openings can be oftwo essential types: first, a basically tactical

opening which seeks to make a quick kill early. In Conquered
Kingdoms up a Wizard (with fireball) next to a densely
packed enemy build zone can lead to an early advantage. The
wizard dies, but so does half the enemy army! Second, an
opening can be positional. A positional opening docs not nec-

essarily depend on the balance of forces, but rather seeks to gain

a geographic advantage, such as clearing your home continent

in Civilization. Your economy may be weak, but with no
enemies within striking range for a thousand years the founda-
tion of a world empire is well set.

at'^ of war is simple^ evet'y+k.ing is a
inai+eK of ejcecufiom/^ Alapoleon BonapaH-e

Good strategy involves flexibility. The definition of a good
strategy game is one in which it is not possible to create a plan at

the beginning of the game and then follow it through without

modification to the end. While games like this might be gratifying

on some base level, they are also usually boring. Aslong as the goals

of one’s strategy remain fixed, planning should alter with the

situation on the ground. (Or on the sea, in the air or wherever.)

Often, particularly against a computer opponent, opportuni-

ties will appear in the most bizarre locations. Many playets fall

victim to what I call the “history trap.” In other words, because

they are playing a historical situation, they rend to create plans

within artificial (for the game) boundaries determined by their

understanding of history.

Don’t be afraid to sink the entire Soviet Red Banner Fleet with
ASW aircraft (Harpoon) or use battleships as aircraft decoys to

protect your carriers (Carriers at War). True grognards may gasp

in dismay, but few historical battles were ever very evenly

balanced, so most games arc either taking liberties with history

already, in which case why not cany it one step further, or are

so unbalanced that desperate action is required.

In conclusion, thinking strategically involves seeing not just

the parts, but the whole picture. It requires a mind open to

innovation yet focused on goals at hand. Most of all it requires

planning and analysis. Think through the logical (and in the

case ofcomputer AI, the not so logical) consequences ofa course
of action. Then plan how to link a sequence of these actions

together to get to an objective. Finally, be prepared for it all to

go wrong from the start. As Lord Kitchener said, “We must fight

war as we must, not as we should like.” cgw
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Mr. Dille was commissioned at the U.S. Naval Academy hi 1982.
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Yokosuka, Japan, and was part ofthe commissioning cretu ofthe USS

Mobile Bay (CG-53), the second Aegis VLS Cruiser. He is a Jleet

qualified TacticalAction OJficcr.

H istorians can testily that isolationist movements usually

follow major conflicts, and the closing of the cold war is,

judging from the current political climate, no exception

to this rule. Fortunately, or unfortunately depending on one’s

point of view, the designers of Harpoon Desigtier Series //have

adopted a similarly bleak view of upcoming events. While not

claiming to be prophets, none of the 48 new scenarios escape

the realm of possibility.

HDSI! IS similar to FIDSI, in that the user

obtains 12 new scenarios for each Harpoon Bat-

r/esf’r owned, but it also contains a comprehen-

sive on-line data annex of all the platforms used

in all releases to date, a superb printed tactical

manual in the documentation, and Version

1.32 of the game system. This latest update,

which will be the last before the arrival Co's Har-

poon II, is yet another radical revision of the

original code. As with previous updates, the new

model is fully backward compatible. This

means that all scenarios written or user-gener-

ated before //£)5// arrived will operate in accordance with the

new model. How much of a difference will users notice in

scenarios they know very well? Quite a lot, actually.

riie Enemy Below

The greatest differences between 1.32 and earlier versions of

Harpoon concern anti-submarine warfare

(ASW). The original Harpoon used a ver)'

simplified system of sonar modeling. Basi-

cally, for each type of sonar suite, the active

and passive detection ability was rated as a

percentage within the maximum detection

range. Any contact which came within either

the passive or active envelopes was checked for

detection every 30 seconds of game time. As

such, even a diesel boat at full stop (so quiet

that it should not be detected passively at all

by most platforms) would eventually be de-

tected passively. Though the model was ac-

ceptable for active sonar ops, it wasn’t even

close for passive ASW.

Passive sonar detection is the reality of the

day, with active ops dictated only in

.special circumstances, some of which

will be discussed later. The rationale be-

hind this reality is simple, Counter-de-

tection ranges may be ten times as much
as that in which an active return on a

subsurface contact might register on the

gear. Sonar suites put so much power

through the transducer that they literally boil the water sur-

rounding the dome. As such, a battle group conducting active

ASW is sending a locator beacon for their position to any

submarine that is listening within a hundred miles or more,

depending on ambient conditions.

The new sonar model, billed as a slightly scaled down version

of the one which will appear in Harpoon II, uses an approach

which more closely approximates reality than its predecessor. All

passive detection calculations are made based upon the same

equation utilized in the fleet. Figure of Merit. Without getting

into the mechanics ofthe calculation too deeply, it is based upon

source level, self noise and ambient noise. Source level is the

decibel rating of the noise generated by the potential contact. It

may be modified by other

factors related to target ma-

neuvers. Speed increases, for

example, cause extra ma-

chinery to start. The noise

they make on start up radi-

ates at discrete frequencies

known as transients. Other

factors which can increase

source level is the rate of

speed. A submarine travel-

ing above cavitation speed

(which varies by class) will

have air bubbles forming and collapsing in the prop wash. This

is detected by sonar operators as a sizzling sound. Self noise is

one’s own ship noise related to all of the same factors. To relate

these terms, if one’s self noise is high, due to excessive speed, for

example, it is impossible to detect submarines passively unless

their source level is even higher (unlikely unless one is right on

top of them). Ambient noise is the source level

of the ocean itself, and is affected by sea state,

biological activity, local shipping, and ice pack

or shoal activity where appropriate. High am-

bient noise lowers the detection ability of both

players.

Passive tracldng and classification is a com-

plicated and time consuming process, even for

professionals. Since it would be unreasonable

to expect the average player to learn the nu-

ances of Target Motion Analysis, the design

team artificially induced a delay in calculations

to replicate the time lag one would expect

between detection and localization of subsur-

face contacts. Instead of allowing a passive

detection attempt every 30 scconas, the pro-

gram now looks only once every five

minutes of game time. This not only

allows for proper integration time as the

CIC team tries to refine their target so-

lution, it also provides submarine skip-

pers a realistic chance to degrade that

solution through maneuvering. Unfor-

tunately, HDSII <3ocs not allow the em-
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ployment of false target cans (independent sonar sources which

arc fired from torpedo tubes and maneuver to simulate a sub-

marine), which confuse the problem even further. On the other

side of the coin, submariners no longer have the luxury of

“instant” speed and depth changes. Subs will maneuver to

change their depth gradually, remaining as quiet as possible in

the process.

The Active Sonar model now incorporates similar algorithms,

with the following modifications. Transmission loss of the

sound signal is doubled and target gain is considered. Target

gain is how much of the transmitted sound wave is actually

reflected back off the target. It is affected by the aspect of the

target and the size. Once reflected, the sound waves arc still

subject to signal loss through reflection and refraction before

they return to the transmitting platform in the form of an echo.

Another aspect ofASW that has been totally revised is torpedo

modeling. Previously,

torpedoes were treated

exactly like missiles,

which was wholly inaccu-

rate. Now, each torpedo

type will behave accord-

ing to it’s preset charac-

teristics. Air launched

torpedoes will hit the

water and begin an ex-

panding spiral search pat-

tern until the target is

acquired or the torp runs

out of fuel. Similarly, submarine and ship-launched torpedoes

will follow an intercept course to the target, receiving continu-

ous course adjustments (if wire-guided) as long as the firing

platform does not maneuver and break the wire. If the wire is

broken, or the torpedo reaches the calculated intercept point

without acquiring the target, it will begin a snake search pattern.

Wake homers will follow their firing course until the wake of a

ship is encountered, at which point they will turn and follow

thatwake (even if it isn’t the best choice, torps are dumb animals,

remember). In all of these cases, the torpedo must eventually

acquire the target with it’s seeker head in order to make an attack

run. Other minor modifications include manually deployable

aircraft sonobuoys and more appropriate speed selection for dual

speed torpedoes by the AI opponent.

Vampire! Vampire! Bearing 180 Degrees

Anti-Air and Anti-Surface Warfare (AAW and ASUW respec-

tively) routines have also received a tune up. One of the most

significant changes involves heavily laden attack aircraft jettison-

ing ordnance when engaged by Interceptors or SAMs. This

allows them to be more maneuverable and survivable as they try

to make it back to home plate to rearm for a follow up strike.

The prior version allowed air strikes to continue inbound kami-

kaze st)de, such that one could amass large groups of “expend-

able” pilots and virtually be assured of obtaining hits on any

formation, however formidable. Version 1.32 pilots, like their

real world counterparts, jealously protect their own hides. As

such, players should now prepare their strikes in waves, as

opposed to large mixed groups.

Other changes to aircraft modeling include loiter commands

to interceptors who cannot engage their original targets, as

opposed to returning them to base, and realistic altitude change

delays, just as in submarine depth modeling. Computer control-

led aircraft will also fly in the altitude band best suited for their

mission type, and it is now impossible to engage other aircraft

with guns unless one is in the same altitude band.

Missiles and munitions routines have now been modified so

that they may only be expended on appropriate target types, plus

their salvo size is limited by actual launcher rate of fire con-

straints. Also, all types of inertially guided weapons may now

use bearing-only attacks, so players do not have to wait on a

refined targeting solution, if desired. In conjunction with this

change, however, all missiles must actually acquire their targets

in the terminal homing phase. If not, the missile will begin a

search pattern and attack any target that is subsequently de-

tected, even if it was not the target of interest.

AAW missiles also adhere to real world guidance constraints

under the new system. Semi-active homers require the firing

platform to actively illuminate the target throughout the inter-

cept. If the guiding radar shuts down for any reason, such as

through sucking up a HARM (homing anti-radiation missile),

all defensive missiles in flight self dcstruct. The exception to this

rule is the Aegis suites on either Arlicgh Burke or Ticonderoga

class ships, where the missiles have an inertial mode
which will keep them on their last course update

until their fuel is expended.

HARMs also behave correctly in 1 .32, requiring

an active radiation source to complete their attack

runs, unless it is a model with onboard memory,

that can fly to the location where the emitter was

active at the time of its launch, even if the emitter

is subsequently shut down. Because HARMs fly at

upwards of Mach 4, they still have a relatively

decent chance ofhitting the platform, though their

warheads are small, being designed exclusively to

destroy the sensitive components of a radar array.

Other minor changes that impact theAAW andASUW mission

areas include more aggressive use of surface gunnery, when

appropriate, and the ability of properly equipped helicopters to

use blip enhance (a missile counter-targeting feature that allows

them to appear as big as a CV), Missiles which engage such

deceptive measures always miss the airframe employing them.

When all ofthese changes arc evaluated in the aggregate, astute

players will note that the entire system plays differently. In

essence, the AI plays a much smarter game and the player is

forced to deal with more real world constraints than ever before.

There are still some anomalies which plague the computer

opponent. Air Strikes, for example, always proceed on a straight

intercept from the launching base, allowing knowledgeable

players to stack theirAAW assets along the threat axis instead of

having to worry about 360 degree coverage, as in the real world.

These minor glitches, however, do not detract from the authen-

ticity of the simulation in any significant fashion. HDSIIis one

big step closer to becoming the definitive simulation ofmodern

naval warfare. If all of this can be accomplished as revisions to a

now antiquated model, one’s imagination boggles at the

thought ofwhat the Harpoon team has in store for players

with a completely new engine in Harpoon 11.

So You Want To Be A Designer?

The Three-Sixty design team employed a lot of the following

guidelines in preparing their contributions to HDSIl. Budding

designers would do well to follow their lead when creating new

user scenarios. The elements of good design in this system arc

diverse, and every single one ofthem need not be employed each

time the player sits down with an idea. What is important,

however, is that designers keep all of the key factors in mind and

employ them where appropriate.

Two considerations must remain uppermost in the designer’s

mind throughout the process. First, the scenario should illus-

trate one or more tactical/strategic principles. Second, it should

be accurate with regard to order ofbattle. The first four scenarios

of the GIUK subset of HDSlIzvt a perfect example of the first

Conipmer Gciiiiing World



Flq In The Face Of Reality.

Whether you’re diving blind through fog to find a

runway or loop-de-iooping to save your tail, get your

hands on VIRTUAL PILOT, the flight yoke that looks

and feels exactly real... because it is. Designed by an^ airplane builder, VIRTUAL PILOT flies any simulation or

game that supports a joystick. Works with all IBM and compatibles. And you won’t have

to fly halfway around the world to buy it. Just buz?, your local store.

VimUIlL PILOT"
Circle Reader Service #43

970 Park CentBf Drive* Visia, CA 97083 • Phone: 619-598-2518 • FAX: 619-598-2524



If It Flics, It Dies!

Although, life is hell in a multi-threat environment, theaii war

is usually winnable (at least for the Blue player). The prime

directive is to shoot the archer, not the arrow. In other words,

engage airborne missile launch platforms before they reach their

release points if at all possible. For CVBG s, this is best accom-

plished through Combat Air Patrol (CAP) assets. Position two

units ofCAP on either side of the expected threat axis at about

200 nautical miles (NM) from the main body. From this vantage

point, they will usually be in position to engage incoming groups

with AA missiles, in turn causing strike elements to jettison the

ordnance which actually threatens the surface assets within the

group. This equates to a “mission kill” even if one does not

actually eliminate all of the inbound aircraft. Players must watch

these engagements closely and dispatch relief CAP to the units

on station as soon as they occur, such that follow up waves of

attack aircraft arc not left unmolested. Non CV groups can be

protected with CAP from cither nearby CV’s or air bases. If the

fighters have sufficient range, simply have them loiter at 200

NM along the threat axis from the group to be protected.

Once inbound aircraft have penetrated the outer defenses, the

player may have a second opportunity to engage them with CAP

The final consideration for proper AAW management is air-

borne early warning. The premier platform for this mission is

the E-3 AWACs, but it is constrained by being only a land based

asset. If they are available, use these airframes to the maximum
extent possible. If not, E-2 Hawkeyes are the weapon of choice

to keep savvy CVBG Commanders appraised of the air threat.

A well positioned E-2 eliminates the need for the CVBG to use

active emissions altogether, thereby confounding the enemy’s

targeting efforts. He will know you are in the area, because E-2s

don’t materialize out of thin air, but he won’t be able to localize

you well enough to attack without resorting to methods other

than ESM.

Control Of The Seas

ASUW is slightly more difficult than AAW, because one must

invest more time establishing hostile intent and refining the

over-the-horizon targeting solution. Several factors must be

considered when one is contemplating an ASUW strike, includ-

ing target composition, optimal delivery platforms, supporting

arms and timing. For this discussion, ASUW strikes will include

attaclcs against bases.

Surface assets begin with a very limited number of ASUW

of these points. B.I. Hutchinson has depicted a major U.S.

assault on the Kola Peninsula in exactly the four phases one

would expect in the real world: Reconnaissance, Ingress, Strike

Ops and Egress. The second consideration, that of accuracy, is

best accomplished by going to the source. By that, I mean

purchasing one of the comprehensive reference books on the

subject. The two best are Jane's Fighting Ships

ofthe Worldand The Naval Institute Guide to

Coinbat Fleets ofthe World.

Keeping the aforementioned principles in

mind, the next issue for consideration is bal-

ance. This is a topic which generates a great

deal ofdebate among designers. Some believe

that every scenario must allow either side an

equal opportunity at winning. Others, such

as Jim Dunnigan {The Complete Wargames

Handbooktd^iW Press), obseivc that many

players prefer to take the inferior side so losing

is excusable and any victoiy obtained is that much sweeter. My
philo.sophy embodies a portion of each approach, mainly be-

cause the design system allows a lot of latitude in the specifica-

tion of victory conditions.

Equality of forces is not necessary as long as the weaker player

has challenging but obtainable victory conditions. Allowing the

inferior player a “stopper” is often better than actually striving

for true balance between opposing forces. Examples of other

types of “stoppers” might be a couple of rouge submarines for

an inferior side against a vastly superior surracc/air combined

threat with minimal ASW capability. The combinations arc as

endless as the designer’s imagination.

Other design considerations include geography, starting posi-

tions and the presence ol neutrals on tne battlefield. Wherever

geographical choke points exist, straights or narrows, they are

rime points for submarine positioning, particularly for diesel

oats. Compel players who must transit these areas to sanitize

them first, and punish those who don’t with a couple of well

placed torpedoes. Secondly, don’t always start groups in their

optimum configuration for the known threat axis. Knowledge-

able players will check their formations and alter them accord-

ingly. Finally, always throw one or more neutrals on the

battlefield to punish players who shoot first and ask questions

later. This reinforces restraint, proper target classification and

refining the solution for impatient “trigger happy” captains.

in ready 5 status (in the case of short shooters, like maverick

equipped aircraft), but the bulk ofthem will become the respon-

sibilit)' of formation AAW assets. In this area, the player has a

little latitude tactically. Within the main body, shooters should

be positioned such that they can provide a layered defense and

overlapping coverage to protect the high value unit (HVU),
which is usually the CV, LPH,
LCC, Support ship or mer-

chant group.

Each class ofAAW ship usu-

ally has several methods of de-

feating inbound aircraft or

missiles, including either long

or medium range missile sys-

tems, point defense systems

like Phalanx (which are only

effective against missiles tar-

geted at one’s own ship, due to

doppler restrictions) and electronic countermeasures, such as

range gate pull off. The latter is a method of modifying missile

seeker head radar returns to convince it that the target is actually

in a position other than reality. To protect the HVU, however,

one’s optimal position is between it and the inbound missile

group, since crossing shots are the most difficult intercepts to

complete. Hence, main body positioning of AAW assets is

critical. A good rule of thumb is to place Aegis equipped ships

in close proximity to the HVU, while placing lesser shooters

(DDG’s and FFG’s) in sectors 8,000 to 16,000 yards from the

main body on either side of the threat axis.

More sophisticated tactics involve the use ofAAW picket ships

in cither a missile trap or silent SAM configuration. When the

tactical situation dictates that main body assets must adopt an

active emission posture (i.e., their detection and localization is

assured to enemy forces), positioning one or two cruisers 100-

1 50 NM from the main body on the threat axis in total emission

silence is ideal. In this configuration, the cruiser(s) can act as a

missile trap, going active with their air search radars only when

the incoming raid has been detected by other means and is

within their engagement envelope. Silent SAM is similar in

terms of stationing distance, but it is a tactic that never requires

the shooter to illuminate the target. SMI ER equipped cruisers

can receive targeting data from cruisers in the main body and

shoot inbound aircraft silently, without putting themselves at

risk.
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weapons. So, utilizing air groups to prosecute the attack is more
desirable. Not any air group constitutes an appropriate strike,

however. Proper strike planning requires the player to consider
the enemy’s defenses and the amount of ordnance that must be
delivered to achieve the objective of the strike. Weapon types

must be matched to target types but, more importantly, the

strike aircraft must be given a reasonable chance ofreaching their

launch points. The best method ol^ achieving this objective,

under the current Harpoon model, is a stream attack. In lieu of
launching a massive mixed group of aircraft to execute the

attack, the player should launch several groups in the order they
will engage enemy defenses.

Consider a strike against an enemy CVBG, for example. First,

the player should launch 4-8 fighters in two groups on patrol

missions in the area one would expect to encounter enemy CAIk
You cannot launch them on strike missions because their ord-
nance does not match the target type. Immediately Following

this, the player should launch all ARM or HARM capable
aircraft to engage any air search radars that go active in the target

group. Assuming success in blinding the enenty, the rest of the

groups will have a milk run. Follow with the main body of the

strike force, using guided munitions if possible and iron bombs
as a last resort. This group should be mixed with ECM aircraft,

such as the EA-6B, increasing their survivability. If several types

of strike aircraft will be used, each should be launched as a
separate group to maximize the chances of the strike achieving
its objective.

_

When air assets arc unavailable to prosecute the target, surface
forces must consider other factors to maximize their attacks.

First, one must be assured of a refined, complete targeting
solution prior to committing the limited assets in the magazine.
Second, one must ascertain the composition ofthe target group.
Are they, in fact, hostile? Will the weapons to be
employed ensure saturation, based on available

intelligence? If the answer to either question is

“No,” then hold off on the attack. Ifone is certain

that conditions arc right to proceed, then the next

step is to re-evaluate salvo size based upon what
you know about the enemy’s anti-ship rnkssile

defenses (ASMD) and the PK (Probability of Kill)

of the weapon you are employing.

Assume a missile PK of 80% and a target vessel

capable of firing three AAW missiles (with their

PK at 60%) in the time that your missiles are in

one medium range AAW shooter and, if an ASW threat is

present, a couple of towed array/helo equipped platforms to

counter the subs, d'his means four ships ofproper capability, not
eight total, because each ship class is multi-mission capable.

Finally, ifone wants to appreciate the need for follow-up damage
assessment, the animations option should be disabled, increas- I

ing uncertainty for enemy ships which arc damaged, but not

destroyed by the player’s attack.

Run Silent, Run Deep

As one may have discerned by the discussion up to this point,

ASW is the most difficult of all the mission areas. Enemy r~“
submarines, if properly employed, arc the most deadly threat to I

be fitccd. To minimize this threat, players must employ a

concept of layered defense similar to mat used in AAW plan-

ning. The ideal method of engagement is to prosecute enemy
^

submarines with air assets (invulnerable to counterattack at the
|

time of this writing) well in advance of the arrival of friendly

surface groups. This is known as areaASW and is best conducted i

by long range assets which can remain on station for an adequate
period of time with large sonobuoy loads, such as the P-3 Orion.
In the North Atlantic Convoy’s Scenarios, for example, these

units may be employed to create 30 mile wide sanitized corridors

for the strategic bridge concept of convoy resupply to the

European theater.

Forsubmarines that escape this outer defensive tactic, prudent
battle group commanders will have stationed ASW picket ships

16,000-20,000 yards in advance of the battle group’s PIM, to I

escape the ambient noise of the main body and provide early I

warning of the leakers through passive sonar contact. Subs that
[

are detected in this manner arc best prosecuted using indigenous
helicopter assets (two dippers and an SH-2 is best for the Blue

player). In this manner,
the firing platforms are

not subject to counter at-

tack,

the envelope. With a single target vessel, a salvo of four missiles

is likely to have two survive and enter the terminal phase of
guidance. Within that phase, either point defense systems or the
FCM suite is capable of killing both, but it is likely that at least

one will survive with an 80% base chance of hitting the target.

Ofcourse, the problem is grossly more complicated when one
is targeting a formation of ships. 'Fhere, the overlapping air

defenses compliment one another, and one must commit a lot

of scarce ASUW missiles to ensure a modicum of success. In

such a case, it is best to tty' to coordinate two or more ASUW
attacks from different bearings with a simultaneous time on top
of target. While not easy to accomplish, players who do so arc

rewarded with appropriate results.

Where enemy forces have equivalent launch ranges for ASUW
weapons, prudent players will dispatch a Surface Action Group
(SAG) instead of endangering their HVU. SAGs are good for

taking the battle to the enemy. 'Fhey can transit faster than the
battlegroup and prosecute tbe attack quicker. One must ensure,
however, that SAG composition is both adequate to accomplish
the mission and to defend itself against potential threats. From
the Blue perspective, a good SAG should include at least four
medium range ASUW shooters, one long range AAW shooter.

Failing this, submarines

which arc detected in

convergence zone (CZ)
|

can be prosecuted by dis-

patching a Surface Action

Unit (SAU). SAU compo-
sition should be at least

two ASW capable surface

ships that can use Sprint I

and Drift tactics to dose with the datum while the main body
turns away. Again, if helo prosecution is available, it should be
utilized to avoid endangering the host platforms. If not, close

with the contact until an over the side shot is obtainable. Despite
one’s best protection, however, an occasional submarine will not
appear until one of the main body units sucks up a torpedo. In
this instance, the only recourse is to maneuver immediately, go
active on all sonars, launch ail readyASW aircraft and take every
action to minimize damage until the unwelcome intruder can
be eliminated.

Back At Home Port

If one is fortunate enough to tip a glass of champagne at the
end of an arduous campaign, it is an accomplishment worth 1

toasting. The fruits of victory are often bittersweet, as one may I

leave behind many comrades in the process, but sui-vival and
mission accomplishment remain the prime directives. Hope-
fully, this article has allowed a greater harvest of these fruits, and ^encouraged a broader appreciation of their cost. Until we meet,

|

either as allies or enemies, here’s wishing fair winds and follow-
ing seas to all! CBW

/
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infrastructure. High Command is more than a

wargame. It’s the ultimate hot seat. Visityour

local retailer or call to order 800-653-i360 «
m in the U.S.. or 800-697-2360 in Canada, ^



^rooks' Book4Df Wargam

Wlicn ir comes to wargames, World War
.

II continues to produce more titles than

any other single period of hisror)'-. Al-

though this period was previously covered in CGW
js‘37 and CGU'''#88-89, the rapid pace of releases

rends to mandate occasional updates.

The computer market Is no longer shifting as

rapidly among difTerenr computer types as it once

was. During the 8-bit era, games had to be pro-

duced for d'lffereiu machine types, each of which

was completely incompatible with its competitors.

Today, rlie MS-DOS machine has gained a virtual

domination of the market,' but incompatibilities

within the MS-DOS market itself are becoming

more varied than the 8-bic market ever was. DOS
5.0 and expanded memory are virtually required;

CGA graphics are extinct, and newer games re-

quire SVGA graphics cards; clockspeeds below 3.5

MHz are becoming unsupported, and it i.s likely

that the machine of the near-future may be the

486-66. The games themselves arc growing ever

larger, and it is not unusual to have a game with

1 0 high-density disks. Sound support also cati.ses

a disconnect between machine use, and there is no

fix likely to appear.

Please note platform availability; a five-star game

on an Atari 800 rhar is several years old is nor of

the same sophistication as a new product designed

for a SVGA 486-66 PC. However, it has been

given irs rating tor what it did, to a lesser extent

what it still does, and perhaps for the place it holds

in this reviewcr'.s heart and memor)'. Of course,

the designers look askance at these ratings, and

often deluge the magazine with voluminous com-

plaints. Again, though, these arc intrinsically sub-

jective, and a discriminating reader .should be able

to temper the ratings with this writer’s norma!

reviews in order to ascertain the inherent bia.ses. In

ail candor, I have intentionally taken steps to

reduce the ratings of older games; the computer

market s “flavor of the week” simply cannot sus-

tain an older platform vehicle and product.

Prices are difficult to determine for older games,

since they arc so heavily discounted, assuming they

can he found at all. Thu.s', be aware rhar the prices

arc only a rough guideline. Also, since this guide

is for reference, one should be aware that prices

shift downwards rapidly.

We are not omniscient: there arc many holes in

the data contained. Rather chan delete those titles

for which we have little information, tliey have

been included for completeness. And now the

CHALLENGE: a onc-vear subscription will be

given to the reader fifling in the most omis-

sions/corrcccions. Plea.se send your submissions to

me in care of this magazine or v'ia modem (on

GEnie, address: M.E. Brooks; on Prodigy,

HFTN43A). I will do the judging, and all deci-

sions are final. The deadline for submissions will

he three months after this -article is published.:

LEGEND; XXX = Data nor available

LINE 1: 'I’ide/Raiing

Ratings:

0 = Good use as a magnet holder

= Avoid

= Marginal

= Average to Good
=VeryGood
= Highly Recommended

N-R = Not Raced

LINE 2: Machine Format [(A)tari/(C)ommo-

dorc/(Ap)plc l!/(T)RS-80/II(GS)/(Am)iga/{ST)/

(M)acintosh/(l)BM]; '• '

Issue ofCGW in which that game wa.s mentioned;

bold print refers to major article

(Company/Designer/Datc o)' Pubiicacion/Price)

(0/P; Out of Print)

LINE 3: L)ifficulty (Beg)inner/(!nt)ermcdi;ite/

(Adv)anced

Environment
(Land)/(Nav)al/(Air)/(Dip)lomatic/(Econ)omic

Level {Tac)cical/(Op)erational/{Str)atcgic

# of Players (M: modem option)

Level Definitions

Tactical: man-ro-man up to company level

(turns represent seconds to hours)

Operational; batt;ilion-level to division-level

(ttirns represent hours to weeks)

.Strategic : corps-level to theater army or higher

(turns represent weeks to years)

Militaiy Organization:

Fire Team 2-3

Squad 9-12

Platoon 40-50

Company 120-150

Battalion 500-1,000

Brigade 3,000-5,000

Division 10,000-15.000

Corps 20,000-80,000

Army UK),000-up

ACE OF ACES (+)
(A/C/I; #32,38) Accolade; Michael B;ttcs and Rich

Banks; 1986; S29.95

Beg/Air/’Fac/l

A simplistic flight simulator offering a somewhat

ahiscorica! rendition of fighter combat during

World War II.

ACES OF THE PACIFIC {-***)
(I; #92,98,99.101) DynamLx; D;tmonSlye; 1992;

S69.95;

Ini/Air/Tac-Op/1

A World War II flight simuhitor, reminiscent of

Buttlehawks, hue in Dynamix’s own style. Until

ElectronicArc.s’ Chuck Yeager's Air Combat-, Lucas-

Inlm h;td claimed World War II aerial operations

as its private domain. The situation has obviously

changed. Although Aces initial release was plagued

with a .slow frame rate and other “undocumented

features,” hirer fixes have converted it into flight

simulator of World War II.

ACES OVER EUROPE (N-R)

(1) Dynamix: Damon Slye; 1993; xxx; N-R

Int/Air/Tac-Op/l

Dynamix takes its system into the Western Front.

Sadly, while Aces ofthe /37c//?r covered the entire^

war, Aces OverEurope qowgts only the latter halfof

June 1 944. See Secret Weapons ofthe Liifiwnjf; for

similar coverage.

ACTION IN THE NORTH ATLANTIC
(N-R)

(Ap/I; #70,74) Genera! Quarters; Owen P. Hall,

Jr.: 1989; S35.00

Beg/Nav/Tac-Op/0-2; M
World War 11 and the Murmansk run, with an

emph.asis on strategy rather chan the minimalist

graphics. Sink the Scharnhorsr!

ACTION OFF THE RIVI-R PLATTE (N-R)

(Ap/I) General Quarters; Owen P. Hall, ]r.; xxx;

S35.00

Beg/Nav/'rac-Op/0-2; M
Pursuit and destruction of the Germ:m “pocket

battleship” GrafSpe^

ACTION STATIONS (***4-)

(Am/l; #68) RAW; CDR Alan Zimm; 1989;

$49.95

Adv/Nav/T;ic-Op/l-2

A very comprehensive simulation of surface war-

fare during World War II (;ictually 1922-45)-

Excelicnt research and complexities are marred by

poor graphics and an awkward user interface. Still,

it is the most detailed simul;ition covering this

period. Presumably Three-Sixty’s Victor)’ at Sea

will offer this product comperirion.

ACTION STATIONS SCENARIO DISK
{+)
(Am/l) RAW; CDR Alan Zimm: 1992; $21.95

Adv/Nav/Tac-Op/ 1 -2

More ships and oprions for Action Stations.

AFTER PEARL ()
(A; #4.6,37) SuperW;\re; George Scliwenk; 1984;

O/P
Bcg/N;iv/Op-Str/ 1 -2

A strategic simulation of the War in the Pacific
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We Will Beat ANY Nationally Advertised Price*.
We have more titles not listed. Call for the best prices.

RO. Box
115023-343

Carrollton,

Texas 7501

1

Hours:

9 am to 9 pm

Central

Standard Time

800/259-2453

Fax
214/306-9603

A Train $ 38

34

Aces of the Pacific

Aces of the Pacific: Disk 1 & 2

Alone in the Dork

39
20

35

45
37
30

38
Betrayal of Krondor

Buck Roger's: Countdown to Doomsday
Buck Roger's 2: Matrix Cubed
Buzz Aldrin's Race into Space

39
16

16

38

Castles 2: Siege & Conquest 36
39

35

Conquest of Japan 34

39

Daughter of Serpents

Discovery; In the Steps of Columbus

32
34

35

Eco-Quest 2: Lost Secrets of Rainforest

Elvira 2: Jaws of Cerberus

34
40
35

Eric ihe Unreody

FI 5 Strike Eagle 3

35
44

15

Front Page Sports Football

Gateway
39
32
36

Greot Novol Bottles: Disk 1 -3

Hardball 3

Hordball 3: Disk 1

19

33

17

39
Hong Kong Mojong Pro

Humans, Tne

32

21

Indiana Jones 4: Fate of Atlantis 34

40
King's Quest 5: Absence

King's Quest 6: Heir Today
36

39

Leather Godesses of PhdDos 2

Legend of Kyrondio

Legends of Valor

25
35

38

Lemmings 2; Tribes

Line in the Sand

Links 386 Pro

Links 386 Pro; Disk 1 -3

Lord of the Rings 2: Dork Towers

32

24

39

20
35

Lucas Arts Classic Adv, 4 pk 38

39

31

MiG 29 Fulcrum

Might & Magic 4: Clouds of Xeen

Monopoly Deluxe

30
37

NFL Football

Out of this World
Pacific War

36
40

Patriot

Perfect General

Perfect General: DDl
Police Quest 3: Kindred

Populous 2

Power Game Software 5pk...

Powermonger

Quest for Glory 3; Wages of War
Rampart

Realms

Red Baron

Rex Nebular

Kingworld

Rollerblode Racer

Rome: Pathway to Power

Second Front

Secrets of Monkey Island 2

Shadow President

Siege

Siege; Dogs of War
Sierra Award Winners 3Pk

Sierra Fomily Fun 3pk

SimCity

SimEarth

SimLife

SpaceQuest 4: Roger Wilco

Space Quest 5: Next Mutation

Spaceward Ho
Specter

Spellcasting 301 : Spring Break............... ..

Star Control 2

. Star Legions

SforTrek: 25th Anniversory

Strip Poker 3

Strip Poker 3: Disk 1-5

Stunt Island

Summoning, The

Take A Break: Crosswords

Task Force 1942
Tegel's Mercenaries

Terminator 2029
Theater of War
Tony LoRussa’s Ult. Value 5 pk

Trump Castle 3

Ultima 5; Warriors of Destiny

Ultima 6; False Prophet

Ultima 7: Black Gate

Ultima 7 Port 2: Serpent Isle

Ultima Underworld; Stygian Abyss

Ultima Underworld 2; LobyrinHi of World ..

Utopia

V for Victory: Utah Beach

V for Victory 2: Vclkiye Luki

V for Victory 3: Winter Garden

Valhalla

Veil of Darkness

Western Front

Wilson Pro Staff Golf

Wing Commonder Deluxe..

Wing Commander 2

Wizardry 6: Bone of the Cosmic Forge...

Wizardry 7: Crusader’s of the Dork Sevant...

Wizardry Trilogy; 1 -3 ..

World Circuit

X Wing

Joysticks & Game Cards

CH Gome Card 11

CH Flight Stick

CH Moch HI

CH Virtual Pilot Flight Yoke

Quick Shot Gome Kit

Suncom G-Force Flight Yoke

Thrust Master Joystick

Thrust Master Weapons Control

Thrust Moster Pro Joystick

Sound Cords & Speakers

Gravis Ultra Sound
KossHD/1 Speokers

Koss HD/4 Speokers

Media Vision Thunder Board W/F15
Media Vision Pro Audio Spectrum 16 Bit ..

Sound Blaster

Sound Blaster Pro 8 Bit

Sound Blaster Pro 16 Bit

Sound Blaster Pro Basic 8 Bit

5 32

35
26
17

36

39

35

25
30

20

38

43

38

19

45

39
29

40
40

37

38

38

35

34

34

37
34
31

17

34

38

29

39
38

39

31

35

34
35
39
45
45
45
46
31

44
37

40
20
28

45

45

34

39

31

34

39

Most items shipped same day • UPS add $4 per order • 2 Day Air add $6 per order
Policies: All sales final. Check cornpalibilify before you buy. We accept Visa/MC, money orders, personal checks (please allow 2 weeks for

check to clear). Deredives replaced with same pradud. Price, availability & shipping times subfed to change. Texas residents add 8.25% sales

tax. *Does not include closeouts, liquidations, or limited quantities.



( 1 94 1-1945), this game beats little resemblance to

history. Reminiscent of Avalon Hill’s boardgamc
Victory in the Pacific, it is quick and fun to play. A
“cotton candy” game, it may well rot your mind,

but this reviewer .still likes it.

AFRIKA CORPS (N-R)

(Am/Sl'; #87) Impressions; Ken ‘Wright: 1991

Inr/i.and/Op/1

A British relca.se, this simulation of the North
African Campaign was never released in the

United States.

AIDE DECAMP ()
(1) HPS; Scott Hamilton; 1993; S79.95

Int/Land-Nav-Air/’l'ac-Op-Str/

1

Not a game as much as a gamer's aid. This utility

program will assist one to convert any board war-

gainc to computer output, albeit without the AI.

Once flics are created, gantes can be played by

e-maii. A library ofconversions by dedicated users

is already under way.

AIRDUEL (N-R)

(1; #107) MicroProsc; xxx; 1993; S59.95

Int/Air/Tac/1

Covering air warfire from 1915-1990, this is more
of a game than a simulation. Somewhat reminis-

cent of Chuck Yeager’s Air Combat, it is the only

product that allows a match up of Fokker and
Phantom—presumably a one-sided duel. Initially

scheduled to be released as Dogfight.

AIR RAID PEARL HARBOR (N-R)

(Ap/I) General Quarters; Owen P. Hall, Jr.; xxx;

S35.00

Beg/Nav/Tac-Op/0-2; M
Variations on an unplayable theme? Based upon
the title and description, this simulation of the

Japanese assualt on I’earl Harbor in 1 94 1 must be

for either sadists or maschosiscs (depending on

which side is played).

AIR WARRIOR (+)
(#63; 67) GEnie; Kesmai; 1988; $6,00/hour

Int/Air/Tac/l-multi; M
An on-line simulation of tactical air combat from

World War I onwards. Continually being revised

and updated, it is interesting although it can be-

come an expensive way of lire. The learning curve

is lengthy, but veteran pilots are often available

on-line who are willing to give a.ssistance and

tutorials.

AIR WARRIOR, SVGA (+}
(I: #101, 106) Konami; Kesmai; 1993; $59.95;

Int/Air/Tac/l-multi; M
The commercial stand-alone of Air Warrior, it

allows one to practice off-line or simply enjoy a

solitaire mission. With front-end graphics and a

smooth interface to GEnie, it serves as a conduit

to the multi-player version. However, flight me-

chanics are so realistic that often it becomes “not

just an adventure, but a job.”

ANCIENT ART OF WAR IN THE SKIES
(*•+)

(I: #101,103,104) MicroProse; Dave and Bariy

Muriy: 1992;sS59.95

Int/Air/Tac-Op/

1

Aerial operations of World War I done in a

“cutesy” fashion, it is a “beer and pretzels” game.

Graphics and ganieplay arc satisfactor}’, albeit not

exemplar)'.

ARNHEM: THE MARKET-GARDEN OP-
ERATION (N-R)

(Am/I; #86) CSS: R. T. Smith; 1991; xxx

Int/Land/Op/1-3

“Monty's Folly" in hexadecimal.

AT THE GATES OF MOSCOW (N-R)

(A/C/Ap; #25) SGP; David Heath; 1985: O/P
Int/I-and/Op/O-jnuiti

A compiucrgamc released simultaneously with the

board game version, it covers the 1941 Axis drive

on Moscow. Neither product has withstood the

test of time.

B-17 FLYING FORTRESS()
(Am/I; #101,102) MicroProse; Mike Brunton;

1992; $69.95

Inr-Adv/Tac-Op/1

A detailed (light simulation of the B-17, its graph-

ics are both excellent (internal views) and .sub-mar-

ginal (external views). Bomber operations are

inherentlv dull (somewhat akin to driving an un-

wieldy bus on a fixed route), and this simulation

more than covers the topic.

B-24 COMBAT SIMULATOR (}
(C/Ap/I/; #39) Strategic Simulations, Inc.; John
Gray; 1987; O/P
lnc/Air/Tac/1

A simulation of the World War II Ploesti oil raids,

the player must join his B-24 to the formation, fly

to the target, and inflict maximum damage. While

accurate, the game suffers somewhat from a repe-

titious nature and the fact that a single bomber in

a raid offers little room for initiative. Superseded

by Secret Weapons ofthe Luftwaffe.

BANZAI (N-R)

(Ap/I; #85) General Quarters; Owen P. Hall, Jr.;

1991:535.00

Beg/Nav/Tac/0-2; M
'The last voyage of the Japanese super-batile.ship

Yamato in a tactical battle simulation of World
War II Pacific action.

BATTLE COMMAND (N-R)

(C; #40;74) Applied Computer Consultants: Bob
Sinclair; 1986; O/P

lnt/Land/Tac/2; M
BATTLECRUISER ()
(A/C/Ap: #37,38) Strategic Simulations, Inc.;

Gary Grigsby; 1987; O/P

Adv/Nav/Tac/1-2

The sequel to Warship, this simulation covers

World War II in the Atlantic and World War I.

Similar to its predecessor, it suffers the same

strengths and weaknesses.

BATTLE FOR MIDWAY (N-R)

(C) Firebird; xxx; 1986; O/P
Int/Nav-Air/Tac-Op/1

Players command the US Pacific Fleet six months

after Pearl.

BATTLEFRONT (*)
(C/Ap; #32,37) Strategic Studies Ciroup; Roger

Keating and Ian ’Front; 1987; 539.95

lnt/Land/Op/0-2

A very flexible game covering corps-level combat
and proper use of the chain of command during

World War II. Dcsign-your-ovvn scenarios open

the bulk of the 20rh century to gaming; however,

the artificial intelligence of subordinate com-
manders is notoriously weak. The game system

will either attract or repel the player—there is no

middle ground.

BATTLEGROUND (N-R)

(1; #40) MVP Software; xxx; 1 987; O/P
Inr/Land/Tac/2

Tactical squad-level operations on the Western

Front during WWII.

BATTLE GROUP ()
(C/Ap/I: #27,29) Strategic Simulations, Inc.;

Gat)' Grigsby; 1986; O/P:

Adv/Land/Tat7 1 -2

SSI’s World War II Western Itoiu .sequel to

Kampfgruppe, rhi-s simulation offers tactical scenar-

ios and tnc ability to design-your-own. Not as

successful as its antecedent, it suflers from the same

problems.

BATTLE HAWKS 1942()
(I; #53,63,64) LucasArt.s; Noah Falstein ;ind

Lawrence Holland; 1988; $29.95

Int/Air/Tac/1

A combar simulator of the major carrier battles of

World War II from the cockpit perspective. The
graphics, cxccllenr when released, pale in compari-

son to newer releases; however, excellent docu-

mentation and quick play keep this product a real

player. There are rumors that Luca.sArts is consid-

ering a newer version, which would bring it up to

the state-of-the-art for the fiustcr machines cur-

rently available.

BATTLE OF BRITAIN()
(M; #99) Deadly Games; Rene Vidmer; 1992:

$54.95; N-R
Int/Air/Op/l

Strategic level air warfare. Players command belea-

guered RAF against intelligent German raids.

BATTLE OF BRITAIN (N-R)

(C) Firebird: xxx; 1986; O/P: N-R
Int/Air/Op/i

BATTLES OF THE ATLANTIC (N-R)

(Ap/ST/l; #5.2,29) Simulations Canada; L.

Howie; 1986; $60.00

Adv/Nav/Op/!'2

A World War II simulation. An amalgamation of

a board and computer game, it uses map, counters

and computer.

BATTLE OF 'FHE BULGE (N-R)

(I) Ark Royal; Carl Carpenter; 1988; O/P
Int/I.;md/Op/!-2

BATTLESHIP BISMARCK (N-R)

(Ap/I; #74) General Quarters; Owen P. Hall, Jr.;

1991; $35.00

Beg/Nav/TaC'Op/0-2; M
World War II pursuit ofthe German battleship by
British Naval Forces.

BATFLESHIP (N-R)

(C/ST/A/I; #55) Epyx; xxx; 1988; O/P
Bcg/Nav/Tac/1-2

The old Milton Bradley Battleship game with a

couple of new idea.s and twists.

BAT'FLE STATIONS (N-R)

(M) Timclanc, Ltd.; M. L. Samfbrd and W. P.

Worzel; 1986; O/P
Beg/Nav/'rac/l-2

Again, the old Milton Bradley Battleship game
with other new ideas and twists not found in either

the computer or boardgame versions.

BATTLE STATIONS (N-R)

(Ap/I) General Quarters; Owen P. Hall, Jr.; xxx;

$35.00
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Bcg/Na\7Tac-Op/0-2; M
A simulation of the W'0C'^I USS Houston, histori-

cally a lopsided contest with a few American and

Allied forces attempting to stem the Imperial Japa-

nese fleet at its zenith.

BATTLE TANK: BARBAROSSA 'fO STALIN-
GRAD (N-R)

(Am/ST/I: #72) Simulations Canada; Stephen

Newhurg and Stephen St. John; 1990; S60.00

Adv/Land/Op-Tac/ 1 -2

Tactical armored combat in the East, June 1941-

May 1943.

BATTLE TANK: KURSK TO BERLIN (N-R)

(Am/ST/I) Simulations Canada; Stephen New-
hurg and .Stephen St.John: 1991; $60.00

Adv/Land/Op-Tac/ 1 -2

Tactical armored combat in the East, June 1943-

May 1945.

BIG THREE (N-R)

(1; #96) SDJ; Steven D. Jones; 1991; $29.95

lnt/Land/Str/2-3

A shareware-style version of World War II in

Europe, lacking any AI.

BISMARCK; THE NORTH SEA CHASE
(+)
(C/Ap; #42) DataSoft; Anthony Stoddart; 1987;

0/P
Beg/Nav/Tac-Op/1

An arcade-type simulation of the chase for the

Bismarck, this product offers little innovation,

insight or play value.

BLITZKRIEG: BATTLE AT THE ARDEN-
NES ()
{Am/I;#67) RAW; Al and Joseph Benincasa;

1989; $49.95

Adv/Land/Op/1-2

The Batde of the Bulge during World War II.

BLUE MAX ()
(1; #76,77,78,83) Three Sixty; Rick Banks and
Paul Butler; 1990; $49.95

lnt/Air/Tac/1-2

First out of the blocks in the 1990-9 1 World War
1 air simulator competition, and it shows. More a

game than a representation of reality, it does not

really succeed on either level.

BLOODAND 1RON: BATTLES OFTHE BIG
RED ONE (N-R)

(I) Twin Dolphins; Paul Meyer; 1993(?); xxx

Inr/Land/Tac/1'2

A forthcoming release which simulates small unit

tactics during World War II. It looks interesting,

and should meric a closer examination upon re-

lease.

BOMB ALLEY (+)
(Ap; #3.4) Strategic Simulations, Inc,; Gaty Grig-

sby; ]982;0/P
Adv/Air-Nav/Op-S tr/ 1 -2

Gary Grigsby’s sequel to GtiOiialcaiial Campaign^

this treatment ofthe World War II Mediterranean

Campaign was not a success in its initial release.

Time has not revised this judgment.

BREAKTHROUGH IN THE ARDENNES
(+)
(A/C/Ap/1; #5.1,33,37) Strategic Simulations,

Inc.; David Landrey and Chuck Kroegcl; 1983;

O/P
Ad\7Land/Op/l-2

A fbllow-on to Operation Market-Garden, this

game suffers the same strengths and weaknesses.

Better than Tigers In the Snow, it is more complex

and obsolescent.

BULGE—THE BATTLE FOR ANTWERP
()
(C) Green Valley Publishing; xxx; 1985; O/P

Beg/Land/Op/1-2

Real-time Battle of the Bulge game which boasts

“no manual required." Player intelligence also ap-

pears to be optional.

CAMPAIGN (+)
(Am/ST/I; # 1 02, 1 04) Empire: Jonathan Griffiths:

1992; $59.95

Int/Land/Op-Tac/

1

Billed as a stratcgic/ractical simulation of the

World War 11 Western Front, it is adequate on the

former level and almost an arcade rendition of the

latter. Some interface inadequacies contribute to

the “vanillaness” of this product.

CARRIER FORCE ()
(A/C/Ap; #4.2,4.6,27,29,37) Strategic Simula-

tions Inc.; Gary Grigsby: 1983; O/P
Adv/Nav-Air/Op/ 1 -2

A ractical/operational simulation of the major Pa-

cific carrier battles of World War II, it is marred

by extremely slow execution and historical inaccu-

racy in some areas. Obviously dated, it has been

superseded by designer Gary Grigsby's newer

crearinent of the same subject, Carrier Strike.

Talk to a

GIRLFRIEND'

in Your

Computer

The World’s First

Artificially Intelligent

Virtual Woman!

Order from your
fdvorite dealer or send
check or M.o.Add$4
shipping. Add $4 if

C.O.D.

Girlfriend Lisa

$69.95

AldeaLabs, Box 450971.

Garland, TX 75045
(214) 495-6047. Specify
31/2" or 5 1/4" HD disk.

• Revolutionary new game for PC compatibles

• Artificial Intelligence, Interactive Conversation

• 3000+ word vocabulary, synonyms, idioms

• She lives in your computer, and talks to you on the screen

• She learns from every conversation!

• VGA video of a REAL Woman - no cartoons!

• Runs on any 286, 386, 486 (12MHz min.)

• Requires 640K RAM and 8Mb hard disk

• No nudity, possible mature situations

• Ask about Girlfriend Teri and other Personality Kits constantly being released!

The Software Hobby is EXPENSIVE.

CCC's SOLUTION...

We'll take your USED SOFTWARE

on CONSIGNMENT and SELL it for

you for 0 reasonable commission.

Call for USED TITLES for sale and info.

1-508-457-0738

Orders for NEW SOFTWARE.

1-800-729-6733(24hour)

630 MAIN STREET FALMOUTH, MASSACHUSETTS 02540

Smember iW.t
Circle Rcoder Service #33 Circle Redder Service #4

1
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CARRIERS ATWAR ()
(C/Ap/!; '#5.1,5.2,37) Strategic Studies Group;

Roger Keating and Ian Trout; 1984; S50.00

Int/Nav-Au70p/ 1 -2

Similar in coverage to Carrier Force, it excels in its

flexibility, options and limited intelligence. It is

broader in scope than Carrier Force. Highly rec-

ommended for the 8'bit market.

CARRIERS AT WAR, 2ND EDri’ION
(+)
(I: #90,100,102) Strategic Studies Group Roger

Keating and Ian Trout; 1992; $69.99

I nt/Nav-Air/Op/ 1 - 2

Upgraded into the current computer technologic.s,

Carriers at Waris. graphically attractive and olrers

excellent gameplay. Its major flaw is the lack of a

campaign, and each .scenario is a stand-alone op-

eration, allowing the player to “go-fbr-broke” and

not worty about consciving assets for future op-

erations.

CARRIERS AT WAR CONSTRUCTION KIT
(N-R)

(I) StrategicSiudies Group; Roger Keating and Ian

Trout; 1993; xxx

1 nt/Nav-Air/Op/ 1 -2

The other halfof Carriers at War, the documenta-

tion is voluminous and offers a fascinating look

into carrier operations during World War 11.

CARRIER STRIKE (*)
(i; #97,98,99) Strategic Simulations, Inc.; Gar\'

Grigsby; 1992; $59.95/529.95

Int/Nav-Air/Op/0-2

Gary Grigsby’s updated version of Carrier Force,

it does not have the graphic capabilities of Carriers

at War, but it does have a campaign option. While

I consider this to be a worthwhile option, I do have

to admit that my 15-year old son would not even

bother booting this up, although he was fascinated

with Carriers at War. In summar)', I would recom-

mend this to the grognard, while Carriers at War
has more appeal to the MTV generation.

CARRIER STRIKE Expansion Disk ()
(I; #104) Strategic Simulations, Inc.; Gary Grig-

sby: 1992; $29.95

Adv/Nav/Op/1-2

More .scenarios and a 1946 campaign offer new
play value, albeit the retail cost is somewhat high.

CHUCK YEAGER’S AIR COMBAT (+)
(I; #85,86) iUcctronic Arcs; Brent Iverson; 1991;

$59.95

Adv/Airri'ac/1

A flight simulator olFeringthe ability to fly scenar-

ios in World War 11. Korea or Viernam, or mix-

and-match them. Good game play and an

excellent post-mission analysis yield a recommen-
dation.

CLASH OFvSlEEL (*+)
(I: #109) Strategic Simulations, Inc.; Martin

Scholz; 1993; $69.95

Int/Land'Nav/Scr/0-3

A strarcgic and eminently playable simulation of

World War II in the entire European Theater

(including both Eastern and Western Theaters).

Reminiscent of Avalon Hill’s Hitler’s War, it is

everything that Storm Across Europe should have

been and wasn’t.

CLASH OF WILLS ()
(A/C; #5.4,29,37) DKG; Marc Summerlott;

1985; O/P

Int/Land/Str/1'3

A strategic simulation ofthewar in Europe (1939-

1945), covering both Eastern and We,scern Fronts.

Primitive graphics and poor user interface coupled

with extremely poor documentation will deter

most players. Yet, its sheer scope does offer some
playability and enjoyment. But for a more current

treatment sec Clash ofSteel.

CLOSE ASSAULT {)
(A/Ap; #3.3) Avalon Hill; Gary Bedrosian; 1983;

$35.00

Beg/ l.and/Tac/ 1 -2

A World War II tactical infantr)' siimiLuion, with

the computer utilized as a board-game assistant.

Using a hex-grid map and counters, it hits touches

of the boardgames Stfuacl Lcadenind Panzcrblitz.

However, it is awkward, clumsy and obsolete.

COMBAT LEADER ()
(A/C; #37) Strategic Simulations, Inc.; David

Hille; 1984; O/P

Beg/l.and/Tac/1

A tactical simulation of armored warfare

(squad/platoon) with built-in as well as dcsign-

yoiir-own .scenarios, the game oflers a myriacf of

options. Quick playing, but wirh primitive graph-

ics (destroyed armored vehicles resemble nothing

so much as cockroaches).

COMMAND HQ (+)
(I/M; #74,76,77,79,80) MicroProse; Dan Bun-

ten; 1990; $59.95

Int/Land-Nav-Air/Sir/1-2; M
A product capable of recreating World Wars I-

IV{?), this i-s a modified “beer and pretzels” game.

Highly recommended for entertainment, al-

rhoiigh not as a historical learning experience.

COMPUTER AIR COMBAT (N-R)

(Ap) Strategic Simulations, Inc.; Charles Merrow
and Jack z\vcr}’; 1 980; O/P

Ad\7z\ir/’Fac/l

A computer-clone of Yaquinto’s boardgames Air

Forcetind Dauntless, this covers tactical air combat

during World War II. One of the first air combat

simulations, this sparked the birth of Computer

Gaming World as a forum for serious reviews.

COMPUTER AMBUSH {+)
(A/C/Ap/M/S'!71: #3.3,37) Strategic Simulations,

Inc.; Ed Williger and Larrj' Straw.ser; 1980; O/P

Adv/Land/'I'ac/ 1 -2

A tactical man-to-man simulation of patrolling in

World War If. The graphics are extremely primi-

tive, but the details make up for this deficiency to

a large extent. Users still plaintively ask for an

updated version of diis simulation.

COMPUTER BISMARCK (N-R)

(A) Strategic Simuiation.s, Inc.; Joel Billings; 1980;

O/P
lnt/Nav/Tac/1

The came that staned SSI, its age and functional

obsolescence make this product useful only to the

collector. More of a computer assist to a

hoardgame than a true computer game.

COMPUTER THIRD REICH (N-R)

(Am/ST; #62;86,97) Avalon Hill; Thalcan Soft-

ware; 1992; $39.95

Adv/Ljnd-Nav-Air/Op-Str/0-3

The computer translation of the cla.ssic board war-

ame. Wargamers were expectant, but having been

urned by the Avalon Hill software division be-

fore, tile mediocre AI of this product was nor a real

surprise.

COMPUTER THIRD REICH
(1) Avalon Hill; Thalean Software; 1993(?): xxx;

N-R
Adv/Land-Nav-Air/Op'Sti70-3

The MS-DOS version has been promised with

totally new graphics and a challenging AI. The
hctcing line on this one is not high.

CONQUER FORWINDOWS (N-R)

(!) F-lpin; Harold Habeck; 1993; $69.95; N-R
Inr/Land-Nav-Air/Str-Op/1-2; M, Network

An Empire-c\one for Windows offering modem
and network play. It has fewer unit types than the

usual Empire"me\oo" and a bit more emphasis on

economics.

CRUSADE IN EUROPE()
(C/Ap/1; #5.3,5.5,26,37) MicroProse; Sid Meier

and Ed Bever: 1985; O/P
Int/Land/Op-Str/1-2

An operarional/strategic simulation of the West-

ern Front during World War II, the scenarios offer

real value. The campaign suffers from an incom-

petenr computer opponent, but this product has

aged well. Now if they would only offer the hard

drive installable version.
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DAS BOOT ()
(Am/I; #74.76,82) I'hrof Sixty; Paul Buticr and

Rick Banks; 1991;S49.95

lnt/Nav/Tac/1

A World War 11 submarine simulation, it is not as

sophisticated as SiletuScrvice llTiwA contains some
mindless arcade segments, but it does allow one to

play the German side.

DAWN PATROL (N-R)

(C) Mark of the Falcon; Scott C. Baggs; 1 985; O/P
lnt/Nav/Tac/1

A real-time World War II submarine simulation.

DECISION IN THE DESERT()
(C/Ap/I; #5.5,37) MicroProse; Sid Meier and Ed
Bever; 1985: O/P
lnt/Land/Op/1'2

An operational stu^ of the Desert Campaign in

World War II, it offers a fascinating study, which
will teach appropriate lessons in armored de.scrt

warfare. More accurate than Crusade in Europe,

but narrower in scope, Even with age. this game is

still enjoyable.

DESERT FOX ()
(C; #36) Accolade; Sydney Development Corp.;

I985;S]9.95

Bcg/Land/Op/1

An operational simulation of the African Cam-
paign, it attempted to mix both arcade play and
simulation, and ultimately failed on both levels.

DESERT RATS ()
(1; #54,58) CCS; R.T. Smith; 1989; S39.95

int/l.and/Op/1-2

Similar in coverage to Decision in the Desert, it

offers a scenario of the entire campaign (in 672
turns!!). Awkward user mechanics and primitive

graphics mar this product; age has turned it to

vinegar, and it's not even that old.

DESERTWAR (N-R)

(M; #60) SJP; xxx: 1989;xxx

xxx/Land/Tac-Op/ 1 -2

DESTROYER ()
(C/Ap/I/GS; #33) Epyx; xxx; 1986; O/P
lnt/Nav/Tac/1

Graphic-emphasis yields an interesting portrayal

of World War II destroyer operations. However,

the documentation and scenarios are underdevel-

oped. Again, age has rendered it obsolescent,

DESTROYER ESCORT (*+)
(C; #62) Medalist; Robert Prescott; 1989; O/P
Bcg/Nav/Tac/

1

Very similar to Destroyer, but a newer version.

DIPLOMACY, COMPUTER ()
(Am/I/ST; #37,41,75) Avalon Hill; Ron Suther-

land; 1984/1992; $50.00

rnt/Dip/Str/1-6

A faithful rendition of the classic boardgame, irs

graphics and computer intelligence are not siatc-

of-the-arr. 'Fhe Amiga and Atari ST versions have

recently been revamped, though the IBM version

remains untouched and out-dated (though it is

being sold in a new box).

DIVE BOMBER (0+)

(Ap/C/ST/Am/I; #55) Epyx/US Gold; Acme Ani-

mation/Gremlin Graphics; 1989; $39.95

Beg/Air/Tac/l

A “Sink the Bi.smarck” simulation marred by me-

diocre graphics, documentation and an overall

lack of panache. Similar to Bismarck: The North

Sea Chase.

DNIEPER RIVER LINE (N-R)

(A/Ap) Avalon Hill; Bruce Kccchlcdge; 1983; O/P

Int/Air/Op/l

An Eastern Front battle during World War U, this

is not so much a computer game as it is computer

a.ssistance to a boardgame (it comes with map and

counters). Ir ultimarcly didn’t succeed on cither

level.

DREADNOUGHTS {+)
(C/Ap/I; #4.5,4.6,26) Avalon Hill: Thomas Dow-
ell; 1984; $30.00

lnt/Nav/Tac/1 -2

World War II naval action covering die pursuit of

the German battleship Bismarck in 1941. Opera-

tional and tactical levels, with the latter allowing

one to modify and create bis own .scenarios. How-
ever, poor graphics and game play do little to

enhance the game.

DREADNOUGHTS (+)
(I) Turcan Research Systems Ltd.: Peter Turcan;

1992; xxx

I nt/Nav/'i ac-Op/0-2

A “view-from-the-turret", this World War ! naval

simulation offers an interesting, albeit vety slow

portrayal of tactics during the few World War 1

encounters.

EAGLES {*•*)

(A/C/Ap) Strategic Simulations, Inc.; Robert Ray-

mond: 1983; O/P;

Beg/Air/Tac/l
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World War I aerial operations, more akin co chess

than a flight simulator. However, it can be an

enjoyable, albeit unrealistic experience.

EASTFRONT (N-R)

(I; #101,106) Columbia Games; Craig Bc.sinque;

1992; $39.95

Inc/Land/Srr-Op/2

A simulation ofWorld War II’s Eastern Front, this

is a conversion from the designer’s hoardgame. As

such, it is a straight port, and lacks any AI.

EASTERN FRONT()
(A; #37) APX; Chris Crawford; 1 982; O/P

lnt/Land/Op'Str/1

An operational-strategic .simulation of the Ger-

man invasion of Russia during World War II, this

game was the first to show what the computer

could do in wargaming. Obsolete by contempo-

rary programming standards, it remains Em to

play. The cartridge version offers both beginner

and advanced scenarios.

EMPIRE ()
(Am/I/ST; #40,4 1 ,43,54,60,63,75) Interstel;

Walter Bright and Mark Baldwin; 1987; O/P

Int/Land-Sea-Air/Op/1-3

A very enhanced version of the public domain

product, this offers an intriguing simulation of

global-type warfare. Emphasizing aspects of land,

sea and air, the simulation is very interesting,

although it docs take a long time to win. De.sign-

your-own options and easy user interface make

this a player. Based upon the combat units, this

appears to be a World War I general’s concept of

how the next war would be fought (battleships

remain king!).

EMPIRE DELUXE{)
(1; #101,107) New World; Mark Baldwin and

BobRakowsky; 1993; $59.95

!nt/Land-Sea-Air/Op/ 1-6

The enchanced version o?Empire, it has the “belts-

and-whistles” that all gamers wanted. A scenario

disk is being designed with inputs from the “Who’s

Who” of computer gaming design. Yet, as I con-

tinue to play, I am frustrated by the premise (after

all, one has fighter aircraft and still begins with no

knowledge or his geographic environment) and

the combat (which often tends to World War I

attritional assaults). Yet, I keep on playing...

EUROPE ABLAZE (+)
(C/Ap; #27,37) Strategic Studies Group; Roger

Keating, Eric Baker and Ian Trout; 1985: $49.95

Int/Air/Op/l

A simulation re-creating the Battle of Britain and

the Bomber Ofl'ensive Over Germany during

World War II, Design-your-own scenarios and

much detail, but Secret Weapons of the Luftwaffe

has superseded this game to a large degree, al-

though that product is more tactically-oriented.

FALLGELB (N-R)

(C/I/Ap/ST) Simulations Canada; Lcs Howie;

1988; $60.00

Int/Land/Op/1-2

The tall of France, Spring 1940.

FIELD OF FIRE ()
(C/A/Ap/ST/I; #37) Strategic Simulations, Inc.;

Roger Damon; 1984; O/P

Inr/Land/Tac/l

A tactical situation ot squad-level operations on

the Western Front during World War 11. History

and “lessons learned” take a back seat to playabil-

ity, but it is an interesting introduction to com-
puter wargaming.

FIFTY MISSION CRUSH (+)
(C/I/A/Ap; #4.4,35,37) Strategic Simulations,

Inc.; John Gray; 1984; O/P
Beg/Air/Op-Str/

1

A tactical recreation of the bomber offensive

against Germany during World War 11. Realistic

but dull; superseded by 5-/7 and Secret Weapons

ofthe Luftwaff'ein terms ofgraphics, game play and

historical detail.

FIGHTER COMMAND (N-R)

(Ap; #3.4,4.4,5.1,5.2,26) Strategic Simulations,

Inc.; Charlie Merrow and Jack Avery; 1 983; O/P
Adv/Air/Op-S tr/ 1 -2

An early operational simulation of the Battle of

Britain.

FIGHTER DUEL: CORSAIR VERSUS ZERO
(N-R)

(Am; #94,97) Jaeger Software; Bill Manders;

1991; $49.95

Adv/Air/Tac/1-2; M
One ofthe few detailed flight simulations designed

sjecifically for the Amiga, it has many devoted

fens. While CGWs review was less than laudatory,

its aficionados were quick to burn the editors in

effigy. Perhaps it’s an acquired taste?

FIGHTER DUEL PRO (N-R)

(Am; #105) Jaeger Software; Bill Manders & Matt

Shaw; 1993; $59.95

Adv/Air/Tac/1-2; M
The sequel—new and improved! Considered bv

some to be the best flight sim (particularly head-

to-head) on the Amiga.

FIRE BRIGADE (*+)
(I/M; #49,63,64,66) Panther; Dave O’Connor,

Tony Oliver and Ben Freasier; 1989; $39.95

Adv/Land/Op/1

A simulation of the ! 943 battles around Kiev on

the Eastern Front. Good documentation and ex-

cellent packaging have yielded a game that has

withstood the test of time, althou^ the learning

curve is somewhat long.

FIRST OVER GERMANY (*)
(C/I; #58,59) Strategic Simulations, Inc.; John

Gray; 1989; O/P

Int/Air/Tac/1

A tactical simulation of the bomber offensive

against Germany during World War II, it is rela-

tively detailed. However, game play becomes

somewhat tedious.

FLEET MED (N-R)

(Am/ST/I) Simulations Canada; J. Baker; 1991;

$60.00

Air/Nav/Tac/1-2

A tactical simulation of naval conflict in the Medi-

terranean (1939-1943), it includes nine scenarios

and a “design-your-own” feature.

FLYING TIGERS (0)

(A/Ap; #37) Discoveiy; David Weseley; 1982;

O/P
Beg/Air/Tac/1

A tactical air-to-air simulation ofWorld War 11 in

the Pacific. Graphics, realism and play value are

sufficient to deter anyone from further play.

FOKKER TRIPLANE SIMULATOR (N-R)

(M; #66) Bullscyc; Donald A. Hill, Jr.;

1986/1989; $69.95

Int/Air/Tac/l

An early World War 1 flight simulator, it shows its

age.

GATO (+)
(C/Ap/Am/I; #5.2) Spectrum HoloBytc; Ed
Dawson and Paul Arlton; 1983; O/P
Int/Nav/Tac/1

One of the first World War II submarine simula-

tions, it was adequate in its time, but not exem-

plary in any regard. Time has not been generous

to this product.

GERMAN RAIDER ATLANTIS (0+)

(Ap/I) General Quarters; Owen P. Hall, Jr.; xxx;

$35.00

Beg/Nav/Tac/0-2; M
Poor graphics, poor documentation and poor

gameplay characterize this game of surface naval

combat in World War II.

GRAND FLEET (+)
(S I7I; #63) Simulations Canada; J. Baker; 1988;

$60.00

lnt/Nav/Tac-Op/1

A simulation of fleet tactical operations in World
War I (actually covering 1 906-1920), totally with-

out graphics. However, it remains one of the few

products covering this period. It includes seven

scenarios and a “design-your-own option."

GREAT NAVAL BATTLES: NORTH ATIAN-
TIC, 1939-1943 (+)
(Am/1; #102) Strategic Simulations, Inc.; Roy
Gibson & Ed Bever; 1 992; $69.95

Adv/Nav/Op-Tac/1-2

A detailed simulation ofWorld War naval opera-

tions, it is historically detailed and recommended
to the aficionado of the period. While its AI often

suffers in the campaign game, ir is still the stand-

ard-bearer of the genre. While I can recognize its

strengths, I must also note that often the game can

become somewhat tedious, with vast naval engage-

ments and numerous hits doing little real damage.

GREAT NAVAL BATTLES: SUPER SH IPS OF
THE ATLANTIC (+)
(Am/I; #110) Strategic Simulations. Inc.; Rov
Gibson & Ed Bever; 1993; $29.95

Adv/Nav/Op-Tac/1-2

'Fhe first expansion disk, allowing for .ships that

never left the drawing boards, but which could

have made a major impact on the war.
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GREAT NAVAL BATTLES: AMERICA IN
THEATLANTIC {+)
(Am/I; #107, 110) Strategic Simulations, Inc.;

Roy Gibson & Ed Bever; 1 992; $29.95

A(lv/Nav/Op-Tac/!-2

The United Stares enters the War in the Atlantic.

GREAT NAVAL BATTLES: SCENARIO
BUILDER {+)
(Ani/I; #110) Strategic Simulations. Inc.; Roy
Gibson & Ed Bever; 1992; $.59.95

Adv/Nav/Op-Tac/1-2

An expansion disk allowing for user input and
“design-your-own” scenarios.

GREAT WAR 1914 (+)
(C/A) DKG; Marc Snmmerloct; 1986; O/P
lnc/I.aad/Op-Str/1-2

Primitive graphics and poor user interlace mar this

examination ofthe beginning ofWorld War I. On
the other hand, there are relatively few simulations

covering this period.

GUADALCANAL CAMPAIGN (N-R)

(Ap; #2.5,5.4) Strategic Simulations, Inc.; Gar)'

Grigsby; 1982; O/P
Adv/Nav-Land/Op/ 1 -2

Perhaps the first “monster'’ computer wargame,
this covered the entire Guadalcanal Campaign,
but in a tedious lashion. The subjea has been
covered in more recent simulations (see Gar)'

Grigsby’s own War in the Pacific).

GUDERIAN (+)
(A/C/Ap; #38,40) Avalon Mill; Sofbvarc Associ-

ates; 1987; $30

lnt/Land/Op/1'2

A faithful adaptation of Jim Dunnigan’s famoii-s

hoard game, it suffers from being an almost too

literal translation. Slow-moving, the design had
potential, but the programming did not achieve its

objective.

HALLS OF MONTEZUMA ()
(C/Ap/Am/I; #42,45) Strategic Studies Group;
Roger Keating and Ian Trout; 1 988; $39.95

Adv/Land/Op/0-2

The Battlefrontsystem writ once again, this covers

the U.S. Marine Corps from the Mexican War
through Vietnam, with emphasis on World War
H. Battles include Belleau Wood (World War 1),

Okinawa and Iwo Jima (World War II) on bri-

gade/divisional level operations. Editor Johnny

Wilson loved the Halis, this rcvicu’er is nor as easily

entertained.

HELLCAT ACE ()
(A/C) MicroProse; Sid Meier; 1983; O/P
Bcg/Air/Tac/1

One of the first flight “simulations’’ from Micro-

Prose, it was entertaining when released. Now it

has interest only to the collector.

HELLCATS OVER THE PACIFIC (N-R)

(M) Graphic Simulations; Eric Parker; 1.991; xxx

xxx/Air/Tac/xxx

A World War II flight simulator for the Mac.

HEROES OF THE 357TH (*)
(Am/I) Electronic Arts; Brian Hilchie, Dan
Hoecke; 1992; $49.95

Int/Air/Tac/1

A relatively new release which was obsolescent

before it Wiis released. Mediocre graphics and me-
diocre gamepiay contbine to produce a whole less

chan the sum of its parts.

HIDE AND SINK (N-R)

(Ap) Mirror Images Sofhvare; Philip Koopman;
1983: O/P
Beg/Nav/Tac/1

Another Battleship vinmon.

HIGH COMMAND (N-R)

(I) Three-Sixty; Gregg Carter and Joey Nonnast;

1993; $49.95

Adv/Land-Nav-Air/Op-Str/ 1 -3

Third Reich the way it should have been done.

While the AI has come in for much criticism, the

game itself is easy to learn and play. Originally

released by Colorado Computer Creations, Three-
Sixty has given it SVGA graphics and interface

tweaks for a ttew release.

HISTORY LINE: 1914-1918 (N-R)

(I; #109) Ubi Soft; Blue Byte; 1993; $59.95

Int/Land/Op/1

A game covering various battles ofWorld War 1 in

a .semi-amorphou.s method, history takes a back
seat to playability. Currently available in Britain,

it should soon malte it to the U.S. market.

HURRICANE (N-R)

(xxx) Simulations Camtda; xxx; xxx; xxx; N-R
xxx/xxx

IN HARM’S WAY {*+)
(C/Ap/Am/ST/I; #52,57) Simulations Canada;
Bill Nichols; 1988; $60.00

Adv/Nav/Tac/ 1 -2

Tacticid naval combat in the Pacific from 1943-

1944; nine scenarios and a “build-your-own" op-

tion. A sequel to Long Lance and probably one of
the most absorbing games in SimCan’s fleer of
text-only wargames.

IWO JIMA 1945/FALKIA.NDS 1982 ()
(C; #34,37) Firebird; John Bcthell; 1985; O/P
Beg/Land-Nav/Op/

1

Simulation of the amphibious operation in World
War II, it made up in price value what it lacked in

historical accuracy. However, it has aged poorly

and offers litde for the contemporary wargamcr in

either history or play value.

JAGDSTAFFEL (0)

(A/Ap; #37) Discovery; David Weseiey; 1985;
O/P
Beg/Air/Tac/l

A tactical game similar to Flying Tigers, only oc-

curring in the European Theater. Just as bad as

Flying Tigers.

JUTLAND (N-R)

(I/CD; #104) Sorccr)' Software; xxx; 1993

Int/Nav/Op-Str/l

A detailed simulation ofWortd War I naval opera-

tions, it has not yet been released, although it has

received full “reviews" from the industr)'. It looks

interesting, but wait for it to “unvaporize.”

KAMPFGRUPPE ()
(C/I/A/Ap/Am; #5.2,5.4,5.5,25,37,CGF Win-
ter) Strategic Simulations. Inc.; Gary Grigsby;

1985:559.95

Adv7L.and/Tac/l-2

A tactical simulation ol warfare on the Eastern

Front, this game w-is CGWs Game of the Year in

1985. Multiple options, hut marred by lack of
joystick input and a stacking anomaly (virtually an

entire army can be crammed into a small geo-

gMphic location). A classic that should be re-

worked in order to bring it up to contemporar)’

standards.

KAMPFGRUPPE SCENARIO DISK #1 ()
(A/C) Strategic Simulations, Inc.; Gary Grigsby;

1986; O/P
Adv/Land/Tac/1-2

Five additional scenarios for Kampfgrtippe. His-

torical accuracy is subject to question in some of

the scenarios, and the basic game was capable of

designing a player’s own scenarios.

KNIGHTS OF 'FHE DESERT (+)
(A/C/Ap/l; #3.4,37) Strategic Simulations, Inc.;

Tactical Design Group; 1983; O/P
Int/Land/Op/1-2

An operational sinuilation of Rommel’s Desert

Campaigns in North Africa during World War II,

it was one of the first games to offer multiple

stacking in the same hex. Slow and ponderous, its

re-creation of the African Campaign does not

deliver its potential.

KNIGHTS OF THE SKY (+)
(1; #74,76,79,83) MicroProse; Jeffrey Briggs;

1991; $59.95

Int/Air/Tac/f-2;M

Tlie modem play option is the greatest strengtli of

this World War I flight simulator. While LGWs
review gave ir the highest of recommendations,
this reviewer found die inabilit)' to fly on the

German side, the graphic representation of “cloud

n<Senicmber 1993



cover,” and flight models/damacc to be less than

optimal. Still a fine game, whicn sufi’crs only by

comparison (and badly) to Red Baron.

KRiEGSMARINE (N-R)

(Am/ST/I; #66,67) Simulations Canada; Steve

Newberg -and James Baker; 1989; S60;00

Adv/Nav/Tac/1*2

Tactical naval combat in the, Atlantic between

1939 and 1944, with nine scenarios and n “build-

your-own” option.

KURSK CAMPAIGN (N-R)

(Ap/ST/I; #37) Simulations Canada; Stephen St.

John; 1986; S6().0()

Ad\7Land/Op/ 1 -2

A simulation of the largest tank battle of World

War II (Operation Zitadelle, Summer 1943).

LAFAYEri'E ESCADRILLE (N-R)

(T; #3.5) Discovery; David Weseley: 1983; O/P

Beg/Air/Tac/1

World War I air combat.

LONG LANCE (*+)
(C/Ap/Ani/ST/I; #43,48) Simu]acion.s Canada;

Bill Nichols; 1988; $60.00

Adv/Nav/Tac/ 1 -2

Tactical naval combat in the Pacific in 1 942.

LOST ADMIRAL, THE ()
(I; #86,88,90,99) QQP; Bruce W. Zaccagnino

and Thurston Scarfoss; $59-95; 1991

Int/Nav/Tac-Op/1

Empire goes to .sea; quicker than others of this

genre, it offers a plethora of scenarios and ran-

domization factors. Easy to play and difficult to

ma-stcr, it has the potential for long-term playabil-

ity, and a newer version is planned.

M4 TANK SIMULATOR (N-R)

(M; #105) Deadly Games; Rene Vidmer; 1993;

$54.95

Inr/Land/Tac/1

A World War II tank simulation, with nice .sound,

passable graphics and good gameplay.

MALTA STORM (N-R)

(Am/ST/I; #65,72,74) Simulations Canada;

Robert Crandall; 1990; $60.00

Adv/Nav/Op-S tr/ 1 -2

A simulation of the battle for the Mediterranean

between December 1941 and August 1942 utiliz-

ing three week turns.

MALTA STRIKE (N-R)

(Ap/T) DLscovery; Dave Arneson; 1980; O/P
Beg/Air/'fac/l

Tactical combat in the World War II Mediter-

tane;m theater.

MARE NOSTRUM (N-R)

(Ap/I) General Quarters; Owen P. Hall, Jr.; xxx;

$35.00

Beg/Nav/Tac-Op/0-2; M
World War 1 1 action between the Royal Navy and
the Italian Fleer.

MARIANAS TURKEY SHOOT (N-R)

(AP/1) General Quarters; Owen P. Hall, Jr.; xxx;

$35.00

Rat/Nav/Tac-Op/0-2: M
The largest air carrier battle in history, as well as

the most oiie-sided. WWII action with the last

gasp of the Japanese.

METZ-COBRA (N-R)

(C/A) DKG; xxx; xxx; O/P

Int/Laad/Op/1'2

Break-out from the Normandy Beachhead, 1944.

MIDWAY: THE BATTLE THAT DOOMED
JAPAN (N-R)

(1) General Quarters; Owen P. Hall, Jr.; 1987;

$35.00

Int/Nav/Op-Scr/1-2

MIDWAY CAMPAIGN ()
(Ap/A) Avalon Hill; National Microcomputer As-

sociate.s; 1980; O/P
Beg/Nav-Air/Op/1

An operational/strategicsimulation ofthe Midw.ay

Campaign, this game has been superseded by im-

provements in computer design, Primitive graph-

ics and gameplay do little to enhance its durability.

MIGSANDMESSERSCHMITTS (N-R)

(Ap/T) Discovery; Dave Wesley and Ross Maker:

.1980: O/P
Beg/Air/'I'ac/l

Tactical World War II in die East. To be generous,

it may be described as “obsolete.”

MIRACLE AT MIDWAY (N-R)

(Ap/I; #65,66) General Quarters; Owen P. Hail,

Jr.: 1989: $35-00

Beg/Nav/Tac-Op/0-2: M
The WWII decisive battle in the Pacific.

MOSCOW CAMPAIGN (N-R)

(I/Ap/ST) Simulations Canada; Stephen St. John;

1987; $60.00

Adv/l.and/Op/l-2

A simulation of Operation Typhoon and White

Storm (30 August 1941 - 13 I'ebruaiy 1942).

NORMANDY, BATTLES IN ()
(C/Ap; #40,42,54) Strategic Studies Group;

Roger Keating and Ian Trmu; 1987; $39.95

Adv/Land/Op/I-2

The Normandy Invasion and Break-Out, this

simulation is marred by the utilization of the

Battlefront system in a situation where it is inap-

plicable. The historical use ot fire and maneuver

tends to hog down in a war of attrition; corps

maneuverability becomes mired in a morass of

engagements which yield ahistorical results.

NORMANDY, BATTLE FOR (*)
(A/Ap/C/l; #3.4,37) Strategic Simulations, Inc.;

David Landrey; 1984; O/P

Int/Lind/Op/1-2

An operational .simulation of the Invasion ofNor-
mandy, this game is easy to learn, although the

documentation covering the actual landings leaves

much to be desired. A solid intermediate level

game in 1984. it is dated and suffers from a lack

ofjoystick input, yet this reviewer still enjoys it.

NORTH ATLANTIC CONVOY RAIDER
(N-R)

(xxx) Avalon Hill; xxx; xxx; O/P
xxx/xxx

OBJECTIVE: KURSK (N-R)

(A/C; #5.2) DKG: Mark Sommerlott; 1 984; O/P

Int/Land/Scr/1-2

OBJECTIVE: KURSK {)
(A/C; #4.4,37) Strategic Simulations, Inc.; Gary

Grigsby; 1984; O/P
Adv/Und/Tac-Op/1-2

A tactical/opcrariona! simulation of the largest

tank battle in World War II, it is very detailed.

However, user input is tedious via keyboard, and

the game system overall is somewhat bland.

OPERATION COM*BAT (*)
(Am; #75) Meric; Scott Lamb; 1990; $49.95

Beg/Land/Tac/!-2; M
An abstract wargamc with early modem play, it

offers little for the contemporary user.

OPERATION KEYSTONE ()
(I; #28,31) Overt Strategic Simulations; T.J. Peto,

Jr.; 1986; O/P
Int/Nav/Tac/I

World War II submarine operations in the Pacific.

Similar to both Silent Service and GAIO, but

perhaps less interesting than either.

OPERATION MARKET-GARDEN {+)
(A/C/Ap/I; #5.3,5.4,37) Strategic Simulations,

Inc.; 1986; Chuck Kroegei and David Landrey;

O/P
Air/Land/Op/ 1-2

A tactical/operariona! simulation of the largest

airborne operation of World War II, this game

suffers from graphic sensory deprivation (deter-

mining the road network is a lesson in frustration).

Also, input may not be readjusted in mid-play, and

overall, the user interface is both clumsy and un-

forgiving.

OPERATION MARKET-GARDEN (N-R)

(I) MPG Net; xxx; 1993: $2.00-4.00 per hr.

KKiafiTS OF
thfJWfsffjt
THE NORTHAFiaCAN CAMPAIGN OF1941-43

Cammiler Gamine World



All on-line version of “A Bridge Too Far,” based

on the original SSI design.

OPERATION OVERLORD (N-R)

(Ap/ST; #32) Simulations Canada: Stephen Sc.

John; 1986;S60.00

Adv/Land/Op/i-2

A simulation of the first 1 1 weeks following D-
Day (6June-28 August 1942).

OPERATION WHIRLWIND (+)
(A/C;#3.5,37} Broderbund; Roger Damon; 1984;

0/P

Beg/Land/Tac/1

Ancestor of Field of Fire, Panzer Grenadier, and
Wargame Consimction Set, this tactical simulation

of an urban assault during World War II remains

fun to play, despite its age. However, overall, it has

not aged all that gracefully.

OVERLORD (N-R)

(ST) CCS; Ken Wright; 1988; 0/P
lnt/Land/Op/1

A divisional-level simulation of the Invasion of
Normandy.

P-51 MUSTANG FLIGHT SIMULATOR
(N-R)

(M; #60) Buliscye; Donald A. Hill, Jr.; 1989;

$59.95

Adv/Air/Tac/1-2; M
Cut from the same cloth as the Fokker Triplane

Simulatorhxix slightly more detailed.

PACIFIC STORM: THE MIDWAY CAM-
PAIGN (N-R)

(Ain/ST/I; #94) Simulations Canada; R.C. Cran-
dall: 1991; $60.00

Int/Nav/Tac-Op/ 1 -2

PACIFIC STORM; THE SOLOMONS CAM-
PAIGN (N-R)

(Am/ST/I; #94) Simulations Canada; R.C. Cran-
d;ill; 1991; $60.00

I nt/Nav/Tac-Op/ 1 -2

An operational simulation of the South Pacific

(1942-1943) in two week turns.

PACIFIC WAR, GARY GRIGSBY’S()
(1; #103,105) Strategic Simulations, Inc.; Gar}'

Grigsby; 1992; $79.95

Adv/Land-Sca-Air/0-2

7'/;e simulation of the Pacific. Graphically accept-

able, its strength lies in the sheer data and scope of
the campaign. In all truth, I find it overwhelming,

but I can recognize quality when I see it. Highfy
recommended for retirees, or for those for whom
the expression “Get a life!” means something.

PANZER BATTLES (*}
(C/Ap/M/I; #68,69) Strategic Studies Group;
Roger Keating and Ian I'rout, 1 989; $39.95

Adv/Land/Tac/0-2

The Battlefront system on the East Front with six

scenarios (Minsk, Moscow, Kharkov, Prok-

horovktt, Kanev and Korsun). Interc-stingly

enough, Moscow, Kharkov, Kanev and Korsun
have all been the subjects of paper wargames, and
the computer offers a different perspective.

PANZER GRENADIER ()
(A/C/Ap; #5.5,37) Strategic Simulations, Inc.;

Roger Damon; 1985: 0/P
Beg/Land/Tac/l

A tactical simulation of armored warfare on the

Eastern Front during World War II, it is marred

by historical inaccuracy. Reconnaissance by fire is

overemphasized, and opportunity fire is hit-and-

miss. It lacks the panache and elan to t'ield an

enduring game experience.

PANZERJAGD ()
(A/C; #4,6,37) Avalon Hill; Richard W. Scorup-

ski: 1984; $30.00

Bcg/Lind/Tac/I

A tactical simulation of armored warfare during

World War II, it is obviou.sly dated by newer
efforts and has little to recommend it today.

PANZER STRIKE (**)

(C/Ap/ST/1; #45,47) Strategic Simulations, Inc.;

Gary Grigsby; 1988; S44.()0/S49.95

Adv/l.and/Tac/0-2

A tactical simulation of World War II small unit

actions in the West and East Fronts. Very detailed,

but the lack ofa battlefield panoramic view often

allows one to lose track of objectives, and it may
take houns to complete a “thirty minute” assault.

PANZERWAR (N-R)

(A; #4,6) Windcrese Software; George Schwenk;
1983: 0/P
Beg/1jnd/Tac/ 1 -2

PA'FTON STRIKES BACK (+)
(M/1; #90) Broderbund; Chris Crawford: 1991;

$59.95

I nt/Air/Tac-Op/ 1 -2

Chris Crawford’s entry covering the Battle of the

Bulge. De.signed as a bridge to non- or neophyte
wargamers, it feiled to succeed with either that

crowd or the wargamer market. Some interesting

concepts and detailed historical analysis failed to

remove the “taint” (i.c., it ain't a game and it ain’t

a simulation).

PATTON VS. ROMMEL (*)
(C/M/I; #35) Mindscape; Chris Crawford; 1987;

$14.95

Int/Land/Op/1-2

An operational campaign in France, 1944, this

simulation was characterized by innovative play

systems marred by difficult trafficabiliry and pas-

sage of lines.

PERFECT GENERAL, THE (+)
(I; #84,91.94.95) QQP; Mark Baldwin; $59.95;
1991

Lhy

Int/Land/Tac/1-2; M
By the designer of Empire, this simulation sacri-

fices realism for playability. Still, the playability

level is sufficiently high that one can foi'give the

weakjiess in realism.

PERFECT GENERAL WORLD WAR II SCE-
NARIO DISK (N-R)

(1; #94,95) QQP; Mark Baldwin; xxx; 1992

Int/Land/Tac/1-2: M
An expansion disk covering many World War II

battles.

PERFECT GENERAL GREATEST BATTLES
OF THE 20th CENTURY (N-R)

(1; #108) QQP; Mark Baldwin; $29.95; 1993

Inr/Land/Tac/1-2; M
A second expansion disk—more ranging in

chronological periods, but many of the scenarios

arc within the period covered herein.

POWER AT SEA (N-R)

(C;#46) Accolade; xxx; 1987; O/P
Bcg/Nav/'I'ac-Op/

1

The WWiI battle of Leyte Gulf. In the vein of
Epyx’s Destroyer, but lacking even that game’s

sense of realism.

PRELUDE TO JUTLAND ()
(Ap/I; #65) General Quarters; Owen P. Hall, Jr.;

1986; $35.00

Beg/Nav/Tac-Op/0-2; M
Thepreiiminar)' battles 19 15 and the Grand Battle

itself. Minimalist conception of graphics and user

clumsy.

PT-109 (+)
(M/I; #48,5 1 ) Spectrum HoIoByte; Gordon Wal-
ton; 1988; O/P
Adv/Nav/Tac/1

PT boat tactics in the South Pacific; relatively good
graphics and game play on a subject rarelv covered.

PURSUIT OF THE GRAF SPEE (N-R)

(xxx) Strategic Simulations, Inc.; Joel Billings;

1982; O/P
Int/Nav/Tac/ 1 -2

Simulation of the early World War 11 battle off

Montevideo Harbor. Very dated.

Next month: The thrilling conclusion, “R-Z.”
CGW
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Mindcraft Lures Players Into An Ambush At Sorinor

by H. E, Dille

V ale turned bis face to the twilight

breeze, scenting for the goblins he

coiddfeel on the back ofhis neck. His

nose and eyes ivere bis best allies, as he

certainly couldn’t hearanythingover the din

created by the merchant convoy.

"Lazy fat bastards luill get us all killed

with their tinkling purses, ” he thought re-

sentfully.

It was a mistake to have let the Sernevan

con him into this mission, even ifthey dopay

well It’s tough to spetul thegold in Valhalla.

At that instant, out ofthe corner of his eye,

Vale saw the lead wagon lift into the airand

explode in a maelstrom ofmagicalfire, in-

cinerating the escorts closest to it. The trap

was sprung and the hideous Goblin war cry

rang out ft'orn eveiy bush. The time for

thinking was over.

Vale leapt at the nearest ambusher luith a

smile on his face, and the Goblin's reverie

was interrupted as the broadsword splithim

from lyeballs to appetite. A second, with his

head turned toface other opponents, had his

skull cleatdy cracked open with the hilt of

G}ysenwormer as Vale extracted his

weapon, which hadjammed in the pelvic

bone ofthe first assailant. The two bodies

fell together in a bloody embrace as Vale

turned and ran at the flank ofa givup of
unsuspecting archers. They were intent on

reloading, as volley after volley of their

deadly barbsfound their marks in the cor-

pulent flesh ofthe hapless merchants. As he

ran, Grysemuormer spun in a vicious arc

above his head, flinging droplets of blood

fi-om its tip to mark the passage. Three

bounding strides font the group, Gtysen-

wormer was spinning fast enough for the

metal to resonate in the night air. It was

Vale's own battle song, and he laughed as

the Goblin fonnation turned to envelop

him.

Expanding on the engine, Mind-

craft’s latest installment in the system,

Ambush at Sorinor, chronicles the strug-

gles of six rival clans for control of the

realm. Players assume the persona of a

mercenary leader who organizes warriors

for missions in support of each clan. All

of the clans seek to avoid open warfare,

adopting instead a system o(' “diplomatic”

offenses against their opponents. These

usually take the form of raids against out-

posts, border skirmishes, economic war-

fare (i.e., looting caravans) and

assassination attempts. The latter can in-

volve dignitaries, diplomats, noblemen

and other personnel important to a clan

for specific reasons. One mission, for ex-

ample, involves protecring a group ofsac-

rificial virgins bound lor the Zorlim

Mages. These Acolytes claim chat virgins

arc in short supply and they need them

desperately for their black rights.

5(?r/«orallows several play options. One
may select to pursue a campaign, in which

the objective is to accumulate as much
money as possible by .switching benefac-

cors often and maintaining ihebalance of

power. Also, any mission which appears

in the campaign game may be played as a

single mission. This allows players who
are having difficulty with a given objec-

tive to practice off-line, as it were. This

really isn’t necessar)', however, as the re-

TITI.E:

SYSTEM;

REQUIREMENTS;
PRICE;

PROTECTION;
DESIGNER;

PUUtlSHER;

Ambush .?l Sorin<;r

IBM

386SX-1 f)MH/. with 2MB RAM
SSg.S-S

Larry Froiblad

Mindrrotl Software

Torratici*, CA
010).T20-.S21S

suits ofeach campaign battle are not saved

unless the player elects to do so. As such,

the game does not require incessant disk

swapping to retain saved games. Finally,

players have the option ofusing a scenario

editor to create their own missions.

Planning a Mission

Understanding the scenario editor,

which is very easy to master, yields a lot

of insight into the play model itself. Play-

ers must first select the Map file they will

use as the background for the engage-

ment. Next, they determine the positions

of the entiy and exit zones, blue and green

respectively, that dictate the geographical

objectives of the design, 'fhe Ward forces

ConipuU-r Cciiiiiiig WorkI



must enter via the blue zone(s) and exit

via the green zone(s) to accomplish their

objective. Next, the player must specify

the number and composition of Ward
forces for the scenario, as well as the kill

percentages that the Ambush forces must
achieve to win the scenario. The only

Ward units that count toward that per-

centage are the VIP units, be they mer-
chants, diplomats, virgins or whatever.

Killing Ward escort troops is often neces-

saiy to meet that goal, but their death

does nothing coward fulfillment of one’s

con tract.

The player docs not specify the starting

composition of the Ambushcr forces,

only the amount ofcoins they will receive

if successful and how much of that is

provided up front as a down payment.

Combining the down payment with

available bank funds enables players to

buy their forces. In self-generated scenar-

ios, the computer will always be the Ward
player, and the Human will act as Am-
busher. This means that most people will

be unlikely to play their own designs,

because they will always know the starting

composition of their opponent. Finally,

the player must specify which clan the

mission is being performed for, who it is

against, and the relative values their loy-

alties will change based on the outcome.
For example, if the player is acting on
behalf of the Rokans against the Twillin,

successful completion of the mission

might raise the former’s impression of the
player by three points, while lowering the

same for the Twillin by two. The higher

one’s estimation ofplayer capabilities, the

more they arc willing to pay. For unsuc-

cessful missions, the player rating should
be lowered by a greater amount than he
stood to gain, and it should be applied to

both of the involved clans. Even the vic-

tims of the intended ambush may employ
the player later and would be unhappy
with his demonstrated ineptitude.

Setting Up tlie Ambush

With the pre-generated missions, the

player can end up as either Ward or Am-
busher. Since one should already have a

feel for the former, let us now examine
how the player approaches the role of the
latter. After the introduction screen, in

which one is given a text explanation of

the mission’s objectives, it is important

for the player to study the layout of the

map and check the stats of whatever op-

ponents one has been told will be in-

volved (this is definitely not always

comprehensive intelligence). As Am-
busher, one of the chief considerations in

purchasing units is speed. It is easy to be

out of position when the Ward units

appear, particularly on maps with multi-

ple entry and exit zones. When this hap-

pens, one has to be able to move swiftly

to intercept the high value groups before

they can exit. A secondary consideration

is attack and defense values. Some units

have really high attack ratings but defend

poorly, others are more balanced. The
strategy one intends to pursue directly

affects what the eventual unit mix should

be, and failure to appreciate this concept

concedes defeat in almost every instance.

Players should strive to use no more
than the down payment to complete the

mission or they will never make any
money. This is not always possible, as

some missions are designed specifically to

make the player dip into their coffers, but

these are the exception rather than the

rule. Players may also purchase and place

traps on the map in addition to their

mercenary forces, d'he types of traps vary

from simple pitfalls that destroy only the

unit that trips them to the magical blast

described in the fictional introduction.

The more expensive traps are good i n that

they kill several of the enemy at once, but

they suffer the same limitation as the

cheap traps—the enemy has to be a coop-

erative victim. Some maps have natural

choke points, which virtually ensure that

the enemy will pass that way. When this

is the case, one can use traps profusely.

Otherwise, one’s money is usually better

spent on troops which can take the battle

to the enemy.

And Then Things Got Bloody

Since the heart of the game is tactical

combat, one could rightfully expect its

interface to be the best aspect of the

model. Unfortunately, nothing could be

farther from the truth. When the player

positions units on the map, they begin in

either a line abreast (for units of five or

less) ora phalanx formation. Each ofthese
formations has actual tactical strengths

and weaknesses. Whenevet the groups are

given movement orders, however, they

of control is to use the “converge” com-
mand to basically say “Ok, now every-

body run here... that’s good, now run

over there.” Unfortunately, this is also

neither inspiring, tactically correct, nor

fun.

Sorting Through the Ashes

The folks at Mindcraff are a decent lot,

who genuinely try to provide gamers with

what they want. Given that, one can only

hope that they go back to the drawing
board with this engine before releasing

another title of similar ilk. In addition to

the tactical model, they must also invest

a lot of time in refining the AI that con-

trols the computer opponent. It was not

uncommon for VIP groups to continue

blindly into my Ambtishers rather than

trying to go around or even fleeing until

escort help could arrive. With that kind

of AI, one wonders who is getting am-
bushed in Amhiish at Sorinor, the com-
puter troops or the purchaser of the

game? Unfortunately, there are too many
occasions when it feels like the latter, cgw

tend to shift into a column formation,

which is the weakest combat formation of

them all (ask any Napoleonic wargamer).

Further, with the exception of ranged

combat, which is difficult to execute, ac-

tual engagements occur only when two
opposing units slam up against one an-

other. This also means that the warriors

in the back of the column do not move
forward to envelop their opponents as

one would hope. Rather, they

placidly in the rear until all of their com-
rades on the front line are slaughtered,

then take one step forward to a similar

fate.

Executing actual flanking

and maintaining some degree of forma-

tion integrity is possible, but is obnox-
iously difficult. First, one must keep each

unit size as small as possible (no band of

50 marauding barbarians, thank you) and
position them perpendicular to likely

emy avenues of approach. When the en-

emy units appear, one must coordinate

the assault by stopping the real time simu-

lation at least once every five seconds and
fine-tuning the movement orders ofevery

unit on the board. If this is your idea of

fun, then have at it! The alternate method
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ATLANTIC BREAKOUT
SSI Expands Operations For

Great Naval Battles Series

by H.E. Dille

T
he sky was an empty gun metal grey, doudless hut without

color. Raymond Sjiruance hunkered deeper hi his chair

against the biting wind which cut across the bridge wing,

wishing he had gotten the assigimeni in Pearl. Instead, the orders

had read. "Take immediate command of Cruiser Division

Four... rendezvous with DesRon Seven and Convoy HX-122 for

Murmansk transit. . .

” He wanted to believe that this assignment

waspolitically motivated. Afterall, most officers wouldhavejumped

at the chance to be on Admiral Kings staff', but he knew Washington

would have been the death ofhim. The other side ofhis brain told

his ego to shut up, the real reason he ivas here was because the

Canadians had botched it. ON-115 had been ravaged by U-boats

for five days under their stewardship. Scattered and disorganized,

the remainder ofthe original 41 ships were easypreyfor Scharnhorst

and Tirpitz, who killed at leisure until their magazines were empty,

then vectored new U-boats to the survivors. It was a disasterfor the

Allies. . . one they didn ’t want to see repeated. The latest intelligence

reports indicated a strong beliefthat the Cennan raiders had met

with a mother ship to refuel and rearm. Worse, they had not been

locatedfor the last ten days. His thoughts were interrupted when the

bridge door clanged shut behind him.

“Commodore, excuse me but / thoughtyou would want to see this

right away. ”

"What is it?" Spruance asked as he studied the strained look on

theyoung Lieutenant'sface.

"Aerial reconnaissance reports on Kiel,

Sir. . . RAF reports no sightings ”

"What's the significanee of that, Lieutenant,

bad loeatheifor the Nazis?" Spruance was losing

his patience.

"No Sir. . . begging the Commodore 's pardon.

Sir, you’re missing thepoint, "the Lieutenant said

wincing at being the bearer ofbad tidings.

“Well, what is thepoint. Son?"

“The target area was not obsctired, in fact there

ivas peifect visibility. It's just that the port was

empty. . . no ships, Sir. ”

"When ivas the lastfight before this?"

"Five days ago. Sir. ”

“Thank you Lieutenant, that will be all,
”

Spruance dismissed him, turning his chair

around to face the sea once again. 'The

entire Kriegsmarine at sea for as many as

five days and we don’t know where they

arc. “Cod help us, ” he muttered, his

words swept aivay in the freshening

North wind.

Raymond Spruance in die Atlantic,

instead of husbanding die island-hop-

ping campaign in the Paci/k? In real-

ity, this historic possibility is not as hir fetched as it might sound,

'file mauling of convoy ON-l 1 5 alluded to in the introduction

actually occurred, except that it was conducted exclusively hy

U-hoats.

After Pearl Harbor, Hitler ordered the Atlantic raiders sta-

tioned at Brest back to German waters, where they never again

became a major factor in the Atlantic campaign. Had Hitler

understood how thin U.S. naval forces were spread, and opted

to coordinate surface and subsurface attacks against convoy

shipping, the entire complexion of the war could have changed.

SSI’s Great Naval Battles North Atlantic seixes., as expanded hy

the three add on disks discussed hei ein, allows players the option

of exploring an endless number of “what if’ combinations in

their quest Ibr alternative history.

Expanding Engagement

Before addressing the unique contents of the expansion disks

exclusive of one another, it is important to note that each also

contains the upgraded version 1.2 of the original game. The

RP.ADME file included with the update documents six full

pages of bug fixes from the original release. Further, the correc-

tion ofthese bugs is more than cosmetic. Version 1 .2 offers more

accurate modeling of gunnery and significant enhancements to

campaign play. Without expanding on each of these in detail,

the following section will highlight those of immediate interest

to current owners of the original game.

The tactical AI has been rewritten such that

the computer fights a better battle. Rather

than breaking off into a wild melee at the

beginning ofeach engagement, ships will now
tr)' to remain in formation and maneuver

cohesively unless hindered by damage. Fur-

ther, the target selection routines have been

modified to take advantage of proper squad-

ron tactics. No longer will 1
5“ shells be squan-

dered targeting destroyers, unless destroyer

t)'pes are tlie only units sighted. Further, ships

in formation will attempt to spread their fire

among appropriate target types in an oppos-

ing formation. Under the old system, many
ships would often be targeting one enemy,

which not only wasted a Tot oT firepower, it

also reduced each firing ships gunnery accu-

racy because spotters could not distinguish

their own shells, and it left other ships

unmolested until the original target

sank beneath the waves.

Other improvements include the

addition of accurate minimum arm-

ing distances for all torpedo variants,

and secondary guns now reflect dam-

age consistent with their calibre. The
ballistic calculations made by the pro-

gram still reflect inaccurate hit per-

Tints: Atimnc.i it» the Aitanlic, Supt-r Ships oi Ihe All.intic,

Srori.irid Builder

PKlCt: $T‘).'iS Sren.irio Builder, S2')-95 others

SYSTEM; IBM
REQUIREMENTS: 2B(.- 1 f)MHz with 2Mli RAM, 724K EMS, 1 1 M15 h.nrcl

drivt' sp.ice for basic g.tmo and all cxpansioii disk'.

i'ROTECTION; Dwutnetil look up

DESIGNER: Roy Gibson

I’UBLISHER: Strategic Sinuilalions, Itic.

Sunnyv.ile, Caiiforni.i

Ml)il)737-&8nD
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ccncagcs ac extremely long and extremely close ranges, but the

mid-range band seems hiirly accurate. Players seeking to im-

prove their gunnery accuracy must consider the elements that

eomprise it and refine their tactics accordingly. The inputs to

the quality of a targeting solution are: course/speed clianges (for

either platform), buoyancy prof le {is the firing ship heeling in

a turn, bouncing in heavy weather or listing from damage),

number of spotting or actual salvos fired, number of shells in a

salvo, visibilit}' for spotters, and whether or not other ships arc

firing at the same target, which degrades the ability of all the

spotters to distinguish the fall of shot. Some of these factors may
he easily manipulated, such as maintaining course/speed while

refining a targeting solution. Others, like weather coixlitions,

are beyond player control. The secret of good gunnery is to

consider all of the factors and take whatever action is necessarv

to maximize one’s accuracy percentage.

Damage resolution and damage control routines are also more
realistic. Rudder and propeller hits from shellfire are now very

rare. Ships may regain speed alter damage has been repaired,

l-ires are now more difficuh to localize and control, counter-

flooding occurs properly, and the order in which flooded com-
partments are picked by the Al to be pumped is now more
logical.

Another area of restructur-

ing is the Campaign (Tame. A
major improvement is that, if

the Allied player does not

have enough escort ships as-

signed to convoy duty, which

keeps them from being used

offensively, ships will auto-

matically be lost to U-boats.

Additionally, convoy com-
position has been altered to

reflect the combined German surface/subsurface threat, allow-

ing [ilayers to assign ICV, IBB, ICAand 2DD’s to any jiarticu-

lar convoy, if desired, fi'he Al player now repairs damaged ships

on escort duty, rather than sending them back to sea. Destroyers

lose 40% more efficiency than Battleships over an equivalent

time. Cruise !0% more, and bad weather conditions now
increase efficiency loss rates for all units, finally, new construc-

tion ships start the campaign at 75% efficiency vice 100% to

reflect a green crew and lack of actual experience.

finally, inostofrhe blatant hugs that plagued the original have

been corrected. Keyboard lock ups may still occur, but they are

much more rare than before, and most may be cleared up by
hitting the Escape key. Because the lock ups do exist, no matter

how infrequent, players are advised to save games often.

SSI has a good history of responding to consumer feedback

and upgrading accordingly. As such, players arc advised to do
their part and contact SSI directly whenever one of the few

remaining glitches appears; it will help their tech support staff

localize and correct the problem for ail users. Having said that,

it must be noted that the 1 .2 version alone is worth the asking
price of any of the expansion disks. The rest ofwhat each has to

offer, which will now he addressed, could be considered icing

on the cake.

America in the Atlantic

Amcriai in the Atlanricla built on the premise explored at the

beginning of this article, that expanded operations by the Kri-

egsmarinc would have forced the diversion of U.S. assets from
the Pacific to the Atlantic theater of operations.

Players may now opt to command any or all the following

American ship types:

Hull type Class(es)

CV Wasp
BB Texas/Nevada/Pennsyivania/New Mexico/California

Maryland/North Carolina/Soulh Dakota and Iowa
CA/CL7CLAA Northampton/New Orleans/BrooklynWVichita/Atlanta
DD Bagley/Fletcher

The expansion set comes with ten scenarios built around
hypothetical engagements with these units, as well as three

options for campaign play. The scenariits range in complexity

ftom single ship encounters, such as the Hipper vs. the Phila-

delphia (CA vs. CA), to an all out classic line of battle confron-

tation between all of the capital ships ever afloat in the

Kriegsmarine and an American Task Force consisting of 4 BBs,

2 CAs and 3 DDs. All of the scenarios are designed to allow

manipulation by the tactically oriented “what if’ gamers, but an
even greater satisfaction comes from exploration of strategic

possibilities with the new campaign games.

The first campaign runs from Februaiy 8 th, 1942 to April 7th.

1 942, and explores what might have happened had Hitler not

ordered rhe Prinz Eugen, Scharnhorst and Gneisenau to make
the infiimous Channel Dash, after which they were crippled for

the remainder of rhe war by RAF bombing. Cam-
paign Two presupposes that Hiller never shifted his

cajutal ships to the “Zone of Destiny” in Northern
Norway and forces the Allied player to deal with the

triple threat posed by the bases ofBrest, Tromso and
Kiel. Historical purists may question the absence of
Hull and Wilhelmshaven on rhe base list, but SSI

conqK-nsated for their absence by beefing up the

other bases correspondingly. The final campaign, by
the most interesting ol them all, is based on the

premise that Germany invaded Britain in early

941, losing much of its navy, but transforming

England from an implacable enemy inro a reluctant,

weakened ally. Subsequently, Germany invades Ice-

land, which had been occupied by U.S. Marines. The Marines
arc forced to withdraw and the campaign focuses on American
efforts to affect that withdrawal in me face of a resurgent

Anglo-German fleet.

Super Ships in the Atlantic

I he Super Ships in the Atlantic cxpwws.Kin disk allows players

to sample operations with German anti British ships which were
eitiier under construction or on the drawing board when the war
ended, ’fhe three campaigns contained on this disk arc set in

1942, '44 and '46 respectively. The first two presuppo.se ex-

panded construction programs and early developments during
the pre-war period that come inro play during the historical time
frame. The third campaign operates on the premise that Hitler,

after being blocked from further expansion in the Czech crisis

of 1938, opted to modernize all ofhis forces and actually execute

the master plan in 1946. As in theotherexpansion disk, the third

experimentation,

following table:

I he new ship types are summarized in the

Class/Type Side Main Secondary Tons
"H" Class BB G 8-16in/47 12-5.9in/55 55,453
‘P" Class Pocket BB G 6-15ln/47 8-5.9in/55 30,500
Vanguard Class BB B 8-15in/42 16-5.25in/50 44,500
Lion Class BB B 9-16ln/45 16-5,25in/50 40,550
“M" Class CL G 8-5.9in/55 none 7,800
Bellona Class CL B 8-5.25in/50 none 5,950
Swiftsure Class CL B 9-6in/50 none 8,800
‘'Z''1940 DD G 6-5.9in/55 none 6,300
Battle Class DD B 4-4.5in/45 none 2,325

Although none of these ships would be a match for riu

Yamato, improvements in radar and gunnery make th(

Sepleniher 1993



licavywL'ighrs superior lo any ocher

ships oF equivalent size, while the new
destroyers are swifter and more inaneu-

verahle that their predecessors, h'or

those who can't afford the time it takes

to play out the campaign options, the

disk also has ten pre-generated scenai'

ios, ranging from simple to complex, as

before.

The Scenario Builder

I3P^

As if all this wasn’t enough to keep

armchair Admirals busy for months to

come, SSI also offers a Scciitirio BiiiUircxpunslon set. As the title

states, the program offers players a palette and construction set

from which they can edit existing scenarios from the original or

either expansion set already discussed, plus manually create new

scenarios, either for themselves or to swap with others. 'I'he latter

surely generate new user groups on many of the

player must earn them tlirough prowess

in battle. Further, the system incorpo-

rates a modifier that makes long term

survival difficult if the flagship goes

down. For example, at the starting rank,

there is a 100% chance that the player

character will be rescued if his ship is

sunk (as often happened to Destroyers

in those days). With each increase in

rank, ihe percentage for rescue is low-

ered by 1 0%. Hence, as one becomes

fairly senior, it is a good idea to stay

afloat.

option wil
^ ^ . . .

national BBSs. But wait, that’s not all... as they are fond of

saying on the infomercial circuit. Fhe expansion set also intro-

duces an entirely new element to the system, role-playing!

Opting for a career in the military isn’t just for silicon pilots

anymore.

The scenario player portion of the program operates like the

normal GNBNA interface for all single scenarios, whatever their

origin, but it does not allow standard campaign play. Instead,

there is an option called Captain’s Campaign. Here, the player

elects to sign up in either the Royal Navy or the Kriegsmarine

for the duration of hostilities. One begins as a lowly Sub-Lieu-

tenant or Leurnant zur See, and strives to become Admiral of

the Fleet. Pi'omotions and medals are far from automatic; the

Finally, eveiy engagement generated by the Captain’s Cam-
paign is completely random. This not only .seiv'cs the purpose

of kecjung replay value at an infinite level, it also contributes to

the fog ofwar the player experiences as each engagement begins.

At times, one will blunder into some wonderful mismatches. At

others, one will be the focus of attention in the mismatch. In

the second case, there is still honor in cutting and running when

the situation warrants it. F.ither way, the uncertainty generated

by the system will only enhance the experience of set piece

players and appease those who abhor complete intelligence in a

wargame.

SSI’s efforts in refining and expanding this series are to be

commended. This praise is offered with the full knowledge that

it will not cause the programmers to rest on their laurels. The

Greiit Naval Battles senes is not at its zenith, but with continued

user feedback and support, on-line and otherwise, it has the

potential of becoming the recognized placebo for practitioners

of historical naval combat in this theater, ccw

SOFTWARE CLOSEOUTS
IBM, AMIGA, APPLE. COMMODORE 64/128, ATARI ST, MAC & MORE

$10.00

IMPOSSIBLE MISSION 2

DON'T GO ALONE, Accolailo

OUTRUN, Sega

SPACE HARRIER, Sega

GUNSHIP, MitfopiDse

CROSSBOW. Absolule

MIND DANCE, Mindscape

NIGHT HUNTER, UBI-SOFT

MAGIC JOHNSON BASKETBALL $ 5 00

CALIFORNIA GAMES. EPYX
THIRD COURIER, ACCOLADE $ 5 00

WORLD GAMES, EPYX
SILENT SERVICE
BAT., UBI.SOFT $10.00

iDM/k'S DDS_ BABGAINS UUDLIi. 120
Sub Battle SImulalor $10.00

Slar Trelc 5; Fiaal Fronller $20.00

Microleague Foolball $14.50

Microleague Baseball

F-29 Relallalor

Solo Flight

Tomahawk
SlarG

QUEST FOR GLORY 2, FIREHAWK
CODENAME ICEMAN, HEART OF
CHINA, KING'S QUEST 1 -Of- 4,

OIL'S WELL, COLONEL'S BEQUEST
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Buck Rogers 2, SSI

LAND. SEA & AIR TRILOGY

by Microprose. J> GAMES
Includes: AIRBORNE RANGER,

PIRATESI & GUNSHIP. FOR IBM

Hoyle’s Book of Games Vol. 2

SOLITAIRE, by Sierra. $1B

lnciudes:25 Solitaire games witb

mouse support. Tons o( fun!!

For IBM on 3.5" disks only.

MINOSCAP
SUPtR BUNDIE lOR C-SVnS
10 CAULS rOR .lll.bQ

Includes; Demclrtlon Missidn, Army

,toves. Bad Street Brawler, Tal-P

I, Tai-Cetl, Mulanls, Cyrus Che

Doc the Destroyer, & Urldlum.

$14.5

$14.50
$1$.SD
>16.50

>19.50

>19.50

MEDIEVAL LORDS. SSI

ALUED FORCES BUNDLE
POOL Of RADIANCE, SSI

DAS BOOT
HAKHUNTER NEW YORK
X44EN2
PUNISHER
OR. DOOMS REVENGE
AMAZING SPIDERMAN
SUPERCONTRA
TW1UGHT2000
LIGHTSPEED
COVERT ACTION

>10.00

>1000
>1000

>14.50

>14 50

>14.50

>14.50

>14.50

MICROPROSE SPECIALS..,, >25 each

F-IITASTEALTN FIGHTER VGA
GUNSHIP 2000 VGA

Availrlilo Icr IBM cn 5 25' dskaltos oilyl

ADULT FUN FORIBM FROM FREE SPIRIT

VISA/MC ORDERS CALL TOLL-FREE

1-800-676-6616
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SEXVI'XENSFROMSPACE fi4M
SEXOLYMPICS(VGAcrtY) >1650
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SAN LUIS OBISPO
CA 93403
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Atari, Amiga, C5«125, MAC,
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SIERRA GAME BUNDLE FOR IBM

A-10TANK KILLER. HEART
OF CHINA 8. STELLAR 7

Only $30

MARVEL TRILOGY

FROM MICROPHOSE lor IBM

The Punisher, X-nicr

& Dr. Doom's Raveng

Only $20 !l

STAR COUECT10N for IBM

10 GAME BUNDLE
from Electronic Zoo

SUPER SALE $19.50
ar, Skidc

Legend of Djol, Mouldy Old

TROIKA 3-Dack
ftttm Paragon Software for IBM.

SALE $14.50
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U.S.A,, $8 for Canada, $16 all others. Californians must includo 7,25% salt

tax. To receive our catalog with 1000's of closeouts for all computer type:

send $2 in cash or U.S. postagestamps.. DONOTCALLFOR ACATALOGIII

To check for an item not listed here, call (BOS) 544-661 6.

THE ULTIMATE ROLE-PLAYING AID
Introducing The Ultimate Character Editor. This exciting new product features

full mouse and keyboard support, online context sensitive help and a complete

windowing system (does not require MS Windows lo run). This editor allows you

to edit most of the games listed below (including all of the Might and Magics, all

of the Ultimas, all of the SSI games, all of the Bard's Tales, and more). The price

for this editor is S59.95, So. for the price of 3 editors, you will be getting

approximatelyX editors. Upgrades will be available to handle new games as they

are released for only $9,95.

CHARACTER EDITORS — $19.95 each

Might and Magic (1, 2, 3 or 4), Drakkhen, Pool of Radiance, Hard Nova,

Bard's Tale (1, 2 or 3), Wasteland, Dragon Wars. Space Rogue,

Wizardry (Edits 1-3), Wizardry 4, Wizardry 5, Bane of Cosmic Forge,

Crusaders of the Dark Savant, Treasurers of the Savage Frontier,

Sentinel Worlds I. Knights of Legend, Secret of the Silver Blades,

Curse of the Azure Bonds, Champions of Krynn, Space 1889,

Keys lo Maramon, MegaTraveller (1 or 2). Keef the Thief, Darklands,

Escape from Hell, Ultima (3, 4. 5. 6 or 7). Dark Heart of Uukrul.

Savage Empire, Tunnels and Trolls, Lord of the Rings (1 or 2),

Countdown lo Doomsday. Martian Dreams, Eye of the Beholder (1 or 2).

Death Knights of Krynn, Fountain of Dreams, Magic Candle (1 or 2),

Pools of Darkness, Ultima Underworld, Twilight 2000, Planet’s Edge,

Dark Queen of Krynn, and Prophecy of the Shadow.

HINT BOOKS — S9.95 each

Might and Magic 1 ,
Knights of Legend, Curse of the Azure Bonds,

Champions of Krynn, Legacy of Ancients, Dark Heart of Uukrul.

Wizardry (1, 2, 3, 4, 5. Bane or Crusaders), Eye of the Beholder 2.

Might and Magic 3 (12.95).

IBM listed. Apple. C64 and Amiga versions also available.

Please add $4,00 for shipping and handling.

Open from 9AM - 9PM every day for your convenience.
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G
ary Grigsby’s WAR IN RUSSIA”

is the most comprehensive

simulation of the World War II

campaign that pitted Hitler’s superior

forces against Stalin’s 5 million-man

army from 1941 to 1945.

One or two players can re-enact this

epic struggle with four campaigns, eight

historical scenarios and one hypotheti-

cal scenario. An all-new Scenario Editor

allows you to revise the existing maps,

units and equipment— creating the

potential for unlimitedplay.

This massive game offers unmatched

complexity in scale and detail — as you

would expect of Gary Grigsby; however,

the mouse driven interface makes it a

breeze to play!

WAR IN RUSSIA is an advanced game,

but novices can enjoy it too— three

difficulty settings make this simulation

accessible to players of all skill levels.

Available for IBM/Compatibles.

To Order: Visit your retailer or call

SSI Direct Sales at (408) 737-6800.

To receive our complete product catalog, send

$1.00 to: SSI, 675 .Almanor Ave., Suite 201,

Sunnyvale, CA 94086.

©1993 Strategic Simulations, Inc. All rights reserved



Capstone

7200 Corporate Center Dr., Suite 500

Miami, FL 33126

(800) 468-7226

TERMINATOR 2: JUDGMEN'l' DAY
CFIRSS WARS: Animated chess programs

are trendy riglit now. The latest company to

make its move, Capstone has acquired an-

other title to add to their long list ol “box

orike” licenses. This time, it is Skynet (the

computer) against the Resistance (the player)

featuring the characters from the film Termi-

ii/tior2. Similar in many regards to the recent

Spectrum MoloByte release. Chess Maniac 5
Billion and /, Temninator 2: Judgnion Day
Chess Wars offers the player an animated

approach to this time honored classic, with a

graphic depiction of each chess piece’s de-

mise upon being, in this case, terminated.

Featuring an AI that learns as it plays, this

title allows the user to experience chess in an

apocalyptic milieu. While many features are

available, including SVGA graphics and ma-

jor sound board support, overall quality is

not up to that exhibited in Interplay’s excel-

lent Battle Chessm\cs. IBM ($59.95). Circle

Reader Service #1.

WAYNE'S WORLD: Whoa! Wayne &
Garth need your help, dudes! Total drag,

their show’s getting pulled if they don’t raise

some serious cashola in three days. Ex-

squeeze me? No more babes? Bogus! Time
for a Pizza-l’hon. Cruise the town in the

Mirthmobile and check out all the hot spots

in Aurora. Use the way cool graphic interface

to point and click your way to fame and

mondo dincro. Colorful VGA graphics and

digitized voices from the movie help .set the

mood. There’s also a “No hurl guarantee’’ on

the game, because the anorexic manual will

leave you hungry. Is it worthy? If this game
were a babe, you’d take her home. But after

a week, you’d be nut cruising again. IBM
($44.95). Circle Reader Service #2.

Elpin

45 South Park Victoria, Suite 401

Milpitas, CA 95035
(408) 956-0720

CONQUER FOR WINDOWS: This

colorful conquer-the-world clone vvill find a

place besitle Empire Deluxe, Battles ofDestiny

and Strategic Conquest. Designed expressly

for Windows, this 2 - 4 sided contest can be

jikiyed by nenvork (with a full complement
of four players) or modem (for two players

only, with up to two computer players join-

ing in ifdesircd). Although the game de-em-

phasizes having a variety of units types (there

are only four: infantry, armor, planes and

Terminalor 2: Judgment Day

Wayne's World

Conquer i-or Windows

Rule.s Of Fngagemenl 2

ships), it does underscore economics and

long range planning. The board must be

conquered square-by-square, with each

square contributing cither food or gold to

one’s war effort. Cities are constructed

with funds from the gold and they, in turn,

can produce more units. Players will have

to adopt some new tactics to win at Con-

querfor Windows. However, one might do

well to take a look at it. IBM with Windows

($69.95). Circle Reader Service #3.

Fantasy Sports Properties, Inc.

PO Box 9805
McLean, VA 22102

(800) 872-0335

FRANCHISE FOOTBALL LEAGUE
FANTASY-FOOTBALL: Ciouch coaches,

beware: you have no more excuses. For

football fans who want to get into the

action, Franchise Football League lets you

form your own NFL team and compete

against up to 15 other “owners” in a rotis-

seric-style league. The program has a huge

list of current NFL players to draft from,

tallies scores For weekly and YTD winners,

and has many user-definable options. The
package includes a 270-page book with

instructions, team reviews, player info, and

strateg}' galore. Weekly scoring updates

can be downloaded from Prodigy and fed

right into the program (a Prodigy Member-
ship Kit is included). Franchise Football

League looks like a perfect play for fantasy

football fans. IBM ($59.95). Circle Reader

Service #4.

Impressions Software, Inc,

7 Melrose Dr.

Farmington, CT 06032-9812

(617) 225-0500

RULES OF ENGAGEMENT 2: For

those who prefer their required doses of

starship combat more in the style of Star

'Frek: The Next Generation, waged on com-
puter touch panels, rather than from the

traditional cockpit of a space fighter as in

Wing Commander, Impressions may have

just the prescription for your strategic mal-

nutrition. Rules ofEngagonoit 2{<f\o\ws in

the footsteps (or is that gravity boots) of its

predecessor with noticeable graphic im-

provements. The newest module of the

Interlocking Game System (IGS), Rules of
Engagement 2 allows the player to seam-

lessly link games with Breach 2 Breach

3 for incorporating land-based battles with

the space combat missions. In addition,

this title features its own Construction Kit,

enabling the player to fully customize vir-

tually every component of the game: create

one’s own missions; construct fleets, fabri-

cate captains, fashion solar systems and

alien races; even design animations using

PC Animate Plus (program not included)

n.iMe LU Coiii/>iacr (Iciniiil}’ World



Top Titles at the
Lowest Prices!

Call Us On Our US/Canadian Toll Free Number!
HRS (CST): M-F eam-Spm, Sal 11am-5pm FAX: (414) 357-7614

P.O. Bax 17882 Milwaukee. Wl 53217

Treasures of Infocom 3995
Vikings 2*1.95

Conimanrt 95

Magic Canale 111 37.95

Maniac Mansian 2 (Day ol Tentacle) 3-1.95

ManliE/ Speech Pack .. 39.95/1995

Maiio IS Missing 3495

Main Ratil)il Enhanced 29 95

Moran s Magical Music Machine . . 20 95

MS GoH tor Windows 42.95

Mysleryal the Museum 34 95

National Lampoon's Chess Maniac ... 39.95

Nows ol the Past 34 95

NoGrealfif Glory .... 39.95

OinarStiarrttonBfIdge/Win .. 29.95/29.95

Origin FX. Screen Saver 25 95

Out Olthrs World 34 95

Pacllic Theater cl Operations. ,.39.95

Paladin 2 34.95

P.llriol .42.95

Painvray to Power 29.95

Pepper s Adventure In Trme 29 95

Perfect General 34.95

Picture Wtrard 44 95

PinliaillotWindovrs 2995
Pirates dl Gold 39 95

Prince Pi Persia II 39 95

PriritStiop Deluxe DOS or Wm 44.95.'44.95

Graphics Lihraiies; Business . ,29.95

Graphics LiSraiies; Sampler 29 95

Print Shop Osluxe Comic Characters 29.95

Privateer 47 95

Proto Star; War on the frontier 39 95

Quest Inr Glory 3 39,95

Wmg Commander Deluxe ..

Wiraidiy Crusaders Dark Savant

World Science Arcade

World Circuit Grand Piix

World War II Battles ol South Pa

XWing ...
XWing Mission 1

YOBI Spell Tricks

Hed Crystal

Rags 10 Riches

Realms ol Arkania

Return ot the Phantom

Ring World. Painarch s Revenge

Rock and Bach Sludin

Rome
Rules ot Engagement II

.

SCOUT, .

Seal Team

SecielWeapons/LuIRwaHe . .

Expansion Disk 1.2,3 or 4. . .

Serpent Isle (U7 par! 2) .. .

Seven Cities ol Gold .

Shadowgsie lorWindows

.

ShadowLands

Shniildn Bridge Enhanced

SeigeAJogsol War Bundle

Sliti Ant DOS/Windows . ...

Sirn City OOS/Wmdows ....

Graphics Set

Sim Eaith/Windov;

Sini Farm ...

Sim Lite

Solilaiiesdourney

Sound Graphics. Ail

Space Hulk

Space Quests. ...

Special Forces ... .

Spcilpmmei. Pirate

Star Legions, . .

StarComrolii

Strike Commander.

Strike Squad

Strip Poker 3/dalaa

Summoning

Syndicate

lA Break Pinball

TA Break Pool

Tales ol Magic: Proph. Shadow

Taskforce 1942

Task Foice Admirals Pack .. .

Terminalor2029

The Blue and ihe Gray

The Prophecy . .

.

The Legacy

Tom Landry Foolbaii
. .

Tony LaRussa Baseball II .

Forge olVmuieOala Disk 20 95

Ullima Underworld II 47,95

Ullrabols 37 95

LIninyitetl lor Windows 31.95

Unlimited Advemuies 31.95

V for ViclDry; Gold Juno Sword 42,95

V lor Viclory. Market Garden 42,95

VIorVIclory.UtahBeach 42 95

V lor Victory II: Velikiye Luki 42 96

Veil ol Darkness 37.95

Vikings Field ol Conquest

aeGulf .

Waiiioisoi Legend ....

When Two Worlds Wa
Wbate . Carmen SanDiego. Ei

Where Carmen Past . .
.

Where .Carmen Space . .

.

Where Carmen Space Deluxe

Where Carmen USA Deluxe .

VIDEO BOMDS

...34.95

...34.95

..34.95

...34 95

. 29 95

.. 39 95

34 95

.37.95

.39.95

29,95

..59.95

20.95

.34.95/34,95

13.95

29.95/29 95

34.95

39.95

. . . . 34.95

II 24 95

37.95

39 95

29.95

Realmspace 37 95

23 95

.
34 95

47 95

..37,95

!2-6 ...29.95/15,95

37.95

36.95

39 95

24 95

.39 95

.29 95

30 95

.
44.95

.59.95

ORCHID

Presents...

The Award-Winning
Line oL Video Boards

Fahfenheil 1280 Plus, IMfl ..

VLB veisioi

ProDesigner ll/s, IMB ....

Ccicius VLB 1MB (expandable to 2MB| ..

...S165

...S179

^135
5215

Fahrenheit $195

VLB Version $209

CALL!

M DIAMONDn
Speedstar 24X IMg, 24511, 1280x1024
Stealth 24 ISA/VLB
Stealth IMG, 32,000 col, 1024x768
Stealth Pro SVGA ISA. 1280x1024, 16 color

1MB /2MB
Stealth ProVLB 1MB/2MB

$155
SI55/S155

$199

Number Nine
9GXE, 1230 x 1024 NI.SVGA:

LVL 10, 1MB, FREE DELIVERY S239
LVL11,2MB, FREE DELIVERY $349
LVL 12, 3 MB, FREE DELIVERY S419

ATI Technologies

Graphics Ultra Plus

No compromise Graphics for

Windows & Muitimedia Video!

1 MB /2MB S209/S315

Graphics Ultra Pro -2M6
Prolessional Graphics & Multimedia Video lor Ihe

Uncompromising User! S349

800-554r9925

26 95

19.95

.
34 95

29 95

29 95

• OiicnrWisaiiisin's Top 10

Woiiiun Owned Biisinc.>.se.v.

• (’oiiHiniic. Goveminem &
Scltool l>Os Welcoine.

No .Sua'luirge

on Crodil Ciiais,

• Mokl Order.s .Sliipjitd

\vilhiii4S lloui-s.

• Sot'lvviirc .Shipping only

.11.5 pur ordur, not pui' litlu.

Ihiixlwiiru: .5% - Min. S5.

• C'.O.D nrdviH wdcoinc.

with only a.S6.()() Charge.

• \Vc Shi]> l.aiosi Version

tirSollwaro Availahlu.

Ail PioducLs Sold

CartTY Mamit'acturers'

Full Wairatuics v't

DocuiiiciUalion.

APO. 1-TOlil.AK

Ptanio KicoeV Cantidiaii

ordors welcome: 6‘,r -

Min. S6. liitenialional

Ui'der.s .Sltipped lilM Cla

Mai tired:

l5';r-Miii..S)5. (I mailcos

exceeds caletiiaied aiiiouiii.

you'll lie hilled addilioiial.

• f.ill loi l•ree(.ll,llol;
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ro link with campaigns. Players new to this

series, however, can anticipate a stiff learning

curve. IBM ($69.95). Circle Reader Service

#5.

Interplay Productions, Inc.

17922 Fitch Ave.

Irvine, CA 92714

(714) 553-6655

RAGS I’O RICHES: If one believes that

“greed is good,” and delving into finances is

more fun than dealing with fantasy, then the

player of this new title from Interplay may be

well on his or her way from Rags to Riches.

Based on today's news and trading relation-

sltips, Rags to Riches allows the player to dab-

ble in the exciting world of stocks,

commodities and securities. One can play in

the present, beginning his or her fiscal year

on January 1, 1993, or commence their

wheeling and dealing in the era of the 1929

Stock Market Crash. Beginner, intermediate

and advanced levels of play are provided in

this financial simulation sporting high qual-

ity SVGA images. Have the secretaiy screen

incoming calls, send the pit runner on his

way, hire an assistant, and don’t forget to call

Mom every day. She has a great deal of

market savvy, not to mention money to loan.

IBM ($59.95). Circle Reader Service #6.

Mallard Software, Inc.

3207 Justin Rd.

Flower Mound, TX 75028

(214) 539-2575

Rags To Riches

Return Of The Phantom

LUNAR COMMAND: Beginning life as

Moonbase from Wesson International, this

lunar colony simulator has just been re-re-

leased by Mallard Software under the appel-

lation Ltnuir Command. While some
additions have been made in this upgraded

title—including sound, VGA graphics and

some scoring enhancements—this simula-

tion is basically the same as that of its earlier

incarnation. Allowing one to design, plan,

build, lead, motivate and control a lunar

colony. Lunar Command challenges the

player to maintain a proper balance between

financial prosperity and self-sufficiency. Es-

tablishing shelters and life-support facilities,

e.xcavating minerals and dealing with catas-

trophes all play a vital role in the lunar equa-

tion. Fail in any regard and the results could

be fatal. (Running out of oxygen, for in-

stance, docs little ro endear the lunar com-
mander to those under his authority.) Strong

leadership and planning abilities are the keys

to success when one is over a quarter of a

million miles away from home. IBM
($59.95). Circle Reader Ser\'ice #7.

MicroProse

180 Lakefront Dr.

Hunt Valley, MD 21030-2245

(800) 879-PLAY

RETURN OF 'FHE PHANTOM:
Gamers with a flair for the dramatic need

not mask their enthusiasm for Micro-

Prose’s newest animated adventure re-

lease, Return ofthe Phantom. Based upon
the same game engine employed in Rex

Nebidar Phantom takes a more sinister,

melodramatic approach to adventure

gamine. As French detective Raoul Mon-
tand, the player must investigate a series of

unexplained events, all pointing to the

return of the fluned Phantom of the Paris

Opera House, thought to have died

around the turn of the centuiy. Has the

Phantom of the Opera returned, in

ghostly form, to exact his revenge? Has he

somehow managed to traverse time itself?

Or, is someone else responsible for the

strange occurrences plaguing this famous

structure. This is the mystery the player

must solve as he or she investigates the

Opera House and the labyrinth of cata-

combs hidden below. IBM ($69.95). Cir-

cle Reader Service #8.

Quantum Quality Productions, Inc.

1046 River Ave.

Flemington, NJ 08822
(908) 788-2799

CONQUERED KINGDOMS SCE-
NARIO DISK #1: If, like Alexander the

Great, you’ve run out of kingdoms to con-

quer, don’t sit down and weep. Pick up
QQP’s Co7i(juered Kingdoms Scenario Disk

#1 instead. This handy little addition to

the original Concjuered Kingdoms (game

required) offers the player an additional 1

4

new scenarios, including novice and expert

maps, and new terrain types (a booklet of

attractive four-color maps is enclosed).

Two-player modem support is available, as

is traditional competition against comput-
erized opponents, ’fwenty-one difficulty

levels are provided for increasing one’s

combat pleasure. If warfare in a fantasy

setting fulfills one’s longings for excite-

ment, ConqiteredKingdomsw'xW supply am-
ply. Though not state-of-the-art in presen-

tation, this game of geographical conquest

makes up for any visual and audible lack in

its playability. IBM ($39.95). Circle

Reader Service #9.

ReadySoft

30 Werdieim Ct., Suite 2

Richmond Hill, Ontario L4B 1B9
Canada
(416) 731-4175

War In The Gull WAR IN THE GULF: This repackaged

Team Yankee tank battle simulator offers

Cammiler Gamiiin IVorld



DISK^CQUNT
SOFTWARE

Lowest delivered prices with great customer service.

800-448-6658

49
Beauty & Beast 49
" “wen Ninth S9

Think & Talk

Bibles & Religc

Aesops Fables 33
Aircraft Encydopda45
Aloha Hawaii 45
Amer Bus. Phnbk. 39
Amer Hert Piet Diet 75
Arthur Teacher TrbI41

Audubon Mammals 37
Autodesk Explorer 119

Barney BearGoes
to School 26
into Space

Design:

26

Family Chc75
Master 32

Buzz Aldrin Race 59
Carmen World Dlxe65
Career 0

' ’

Cautious

CD Game Pack 55
r y 57
Challenge 5 Realms
Christmas Carol 33
CIA World Fact 39
CIA World Fact M/M42
Clipart Goliath 30
Conan Cimerion 36
Corel Draw Upgd 139
Crossword Cracker 32
Curse oi Enchantia25“

. Arcade 30
Dictionaries & Lang 30
Don Quixote 33
Education Master 32
Electronic Cookbook75
Elect. Home Ubrary49
Elctm TravelerCali 33
Encarla Encyclpd249“
- an Monarchs49

Doctor 59
Font Master 39

Analyst 49
Fresh Arte 49
Front Page News 29
G Force 19*

Game Master 32
Pack 2 39

IM . :

.s Adv 33
Golden Immortal 2B
Great Cities Vol 1 49
Guinness Book Rec59‘ ‘ 32
Ham C^l 49
Inspector Gadget 37*
Interactive Old Test 52
Interactive StorytimeAS

Inti Bus & Econ Atlas39

Intro Games Fr/Sp 79
Jazz:Mullimedia Hlst69

Jets i Props 55
Jones in Fast Lane 37

d 1000 179
0 F/X 139
'IX. 1MB369
e BIstr 64”
. Soimd 129

Just Grandma & Me36
Jutland 54"
Kings Quest 5 42
Land Of Lore 34"
Languages of World99
Learn to Speak Spn59
Leisure Suit Larry 42
Libry of Art:Renaisn65
Ubry of Art;Overview65

Library of Future 99
Loom 39
Lovely Ladies II 49
MacMillian Child Dict49

Manhole 49
Magazine Rack 45
Mantis 45“
Marketing Master 39
Mavis Beacon 39
Mixed Up Mo^rGse37
Monarch Notes 75
Monkey Island 39
M S DOS Archives 35
MM Music: Mozart 33
MM Music: Vivaldi 33
North Amer Fax Bk 55
North Amer Indians 57
Officers Elookcase 50
Our Solar ^stem 29
PC Game Room 49
Peters Wolf 45
Pool Shark 19“

Presdnl:!! Strt GeolOS
Programmers ROM 59
Publish itl 69
Reference Library 59

HOURS:M'F9AM-8PM;^10AM-3PMEST
prqductinfo&otherbusiness:908“396-8880

Wira’^Comm & Miss45 Ceasar
™

' 35*’
""' Great Briti^ 37 LosiTreas Infocom 42

Wing ComAJItima 6 45 Challnge 5 Realm 33* Hawaii _ 19 Ixst Treasures 2 29*

NO SURCHARGE :

•

SHIPPING IS ONLY $4.00
PER ORDER. NOT PER

ITEM
HAHDWAREINCLUDEDIII

Wira Comm 2 57 Champions 35“

World Adas 42 Chessmasler 300029'

- ChikJre(iWrit4Publ39

mimation Fantasy 65 Civilization 37

PC Pix Vol lor 2 65 CMization MPE 45

Porkware 65 Clash of Steel 39“

Private Collection 65 Coaster 35*

Priv. Pictures 1 or 2 65 Cobra Mission 39*

Seedy Vol 1-7 ea. 65 Comanche 42*

Storm lor 2 65 Mission Disk 25“

Visual Fantasy 65 Comic Bk Creator 17 Reddy Phartos 39*

Caddies 7.95sa.3/$ 19 Cohort2 19* Front Page Sports
3*"

Conquest of Japan 35 Fun SchooLFred Fri

Contraption Zak 25" “ _ _ . . _

instant Fadl Loc. 19 Lost Tribe 25

Japan Scenery 19* Lunar Command 35~

I Contraptic

Cnjsader OrkSavnl39* G-Force
Games:Summer Chl35Construction Set 22 Cuckoo Zoo

Aces Over Europe 44* Cyber Space 34'

Aces of the Pac(fic42* Daemonsgate 35' _ _
Oarklands 38 Gfand'siam'^idg II 32

AD&O Collect 2 42* Darkseed 39
' '

AD&D Starter Kit 42« Darkside of Xeen 39*

iqM Mega Lo Mania 29'

40 Grand Slam Bridg II 32 2?
39 Great Naval Battle 43“ Rescue 35

Su» Ships 20“ M

jandiy
Aiphabet Biocks 29« Dragon SpSern Ho'ng Kong Mahiong32 N?G?nSGki<v 2^^Am^on 30« Dragon Lair 3 39* Hoyfe Bk Game 1/3 30 fwsr lfhfrrt ^r!n^7Ambush. .,37« Dreadnoughts 40'^ Humans 25 RTinWeStSh?

!t Pro MCA 259
:rDelx132

164*

42

Sound ^orks ' 35
Space Quest 4 37
Space Series-Apollo49

Spirit of Excalibur 37
Stellar? 37
Strange Bedfellows 39
Star Child 33
Star Trek Enhanced49
Street Atlas 99
Talking Classic Tale75
Talkng Jungle SafanTS
Time Mag Almanac 49
Time Table Sciencs59
Too Many Typefonts35
Ultima 1-6 49
Ultimate Shareware 59
US Atlas 42
US Atlas w/Aulomap49
US History 39
US Presidents 49
USA Slate Fact 8k 45
USA Wars;Civil War49
USA Wars:Korea 49
USA Wars:Vieinam 49
USA Wars: WW II 49
Voyage Planet l-3ea.69

White Horse Child 33
Who Killed Sam Rup25
Willy famish 37
Win CD 32
SBPfolSASP SOS**
SB Discovery 18 I 496
SB Eduianmnl 18 579“
SB COROM Intrni 369
SB Portblastef 149
SB Video Blaster 349
SB Video Spigot 419“
SB Wavebiasfer 234*’

Roland LAPC-1 399
Roland SCC-1 GS 375
Sound Canvas 659
Roland MA-12C ea IDS
SPEAKERS
CS-150 Shielded 26
CS-550 SHielded 35
w/ 3 band Equilizer 45

Aitec Lansing 200 219
ACS 300 w/subvrt)l 299

Midiator 101 Senal 95
PC Midi Card 79
MQX-32 179
PCD-GM Music 195
The Miracle 32S

Asb« of Empire 45* Eight Ball Debt
A.T.A.C. 35 El

Automap 44 Empire Deluxe .. ^..^.v . k-v...*.

Automap Europe 74 Entrmt Pak Win (ea.)28 John Madden 2
8-17 Flying Fortress39 Eric the Unready 35“ Johnny Quest
Bailey’s Bookhouse29“ Etemam 35* Jump Jet
Bane Cosmic Forg036 Eye of Beholder

Jetfighter 2 39 pacific Wars
Adv Mission Dsk 1 9 paiadin 2
Bundle Package 49 - -

^ 31“

Barbie Design 16 Eye Beholder 2 38 Kid Cuts
8antech9M4oo0SVGA36 Eye o( Beholder 3 42 Wd Deskn.ui.c.ij o-7« ^ Cosmos

MPE Version 48“
35*“ Pirtale’s Gofd 38“

Banlefield 37*
Battle Toads 24“ Ez Lanu—.,
Battle of Destiny 35* Fr,GrJt.Sp,Jp,Rs 31'

Beat the House 29* F 15 III 4
Betrayal of Krondor39“ Master Edition 49'

BetryCfockerCook Call F117a Stealth 29“ King’s Quest 6 45
Black Crypt 31 Falcon 3.0 45 Knowledge Advent 42

= .....

Op« FtohlTipBi 25 LandOI&e 34“
Boi^ Illustrated 47“ Family Tree Maker 42 Legacy 39

42 f^res
,

S_enes „ Kid Rx 35* Pool Shark
Kid Pix Companion 25 Populous 2
Kid Works 2 35* Power Hits Kids

Kings Ransom 34* Movies

Sports 25
Sd-Fi 32
BattJetech-Mech 32
Ppwermonger . ,32

Bodyworks 42 Farm Creativity fOt 18 L^acy Necn)mna19“ Prince of Persia 2 39*
Bug Bunny WfkShp 31 Fatly Bear BirthdaySI* Legion’s of Krella 37 Print Shop Deluxe 45
Buzz Aldnn 39 Fields of Glory 33* Lemmings 29* Gr^ic Coll, (ea) 30
Campaign 34 Flashback 32* Lemmings 2 35“ Print Shop, New 35
Caprtali^ 38“ Flight Simul A.T.P. 37 Lethal Weapon 35* Graphics (ea) 22
CarandDnver 37* Flight Simulator 5 41 Liberty or Death 35“ Print Shp Compion 31
Carrier Stnke 39 Air Trfc CnWr 34* Line ir

- —
Expansion Disk 19* Arcft/Scen Dsgn 28 Links

Gamers at War 37* Aircraft Adv Factry 25 Links 386 Pro
Construction Kit 31* # 685 17

-

Cash for Kids 31* #701
Castle 2

'"'Studyware for ACT
GMAT.GI

29* Lost Vikings

Pans 29* Maelslom ob -

Pilols Pwer Tools 24* Magic Candle 3 3^
Rescue Air 911 17 Maniac Mansion 1135*

Scenery St A or B 37 Mantis 39

Scenery Enhn Ed 25
,

Spe^, Disk 17

Sound & Graphic 25 Mano is Mining 35^“

Tahiti 19 Mano Teach Type 25

West Europe 19
ir Fteddu Phaikas 39“ “4“; Pjjs 29”

19“ From hoe Sports 39“ “nff S'?!? ,31
Fun SdlooIrFred Froo

Sam Spy.Teddy Brrt i.
Meni^ Math GarT>es37

Geemrorks 29^
Gobblinslor? ..22 31

AdIbouiJunior #1 34* Daughter of Serpnt31* Gunship 2000 29* u' xl
Bucks 34* Design your Railrd. 35 Scenario Disk 24

AirBusA320 45« Diet Pro DOS/Win25/36 Hardball 3 35
Mptfiw GsSO

Air Duel 33« Dinosaur Adventure34 Data Disk (ea'
—

Air Warrior SVGA 35« DogRght 37* Harrier Assault '
34'

DrFloydC
'•

'nata n4/fiai Money/Clocks Wrk 1

9

Monkey Island 1/2 23
amer Assault 34* unnmvih/ ivinvn 3dniyeoiasiw nus ou ur Moyo LresKiop ia~ Headline Harrv 37 u .

afrtMg K^GL^fd™ 4p ®
Hnnn tCnnn UahinnnrtO

AndenlArtWarSkysS BmT"" 36 ilM"'" 34”
toerit Empires 30 Dungeon Master 29“ InciodiBe MacMno29” S™!. T,a|| 0.1,
Animal Adventure 47“ Dynamik Bundle 42 Indiana Jones 4 37 ^^nFy^^ on
Mmalion Sludio « Eagle Eye Myslery31” Inspector Gadget 35“ outofTlilsWortd 36^morod Flst. 37” Eco-Quost 1 or 2 29“ Island ol Dr. Brain 29“ Ou numbarSAch« nl Pmniro CimM Boll nrslv 'JC«« i-ui-k... o nn WUl lUIMUeiUU 30

47
35
27

42“„„„ Patriot
29“ PC Study Bible

''npers Adventure29*
feet General

25 Playroom w/ Sound 31
19“ Police Quest 3 39“

37

Quarter Pole ..... ... .

Quest tor Glory 1 22 GMaT.GRE.SAT 30
Quest for Glory 3 39 Studyware Biology,

Rags to Riches 35* Calc.,Chem.,Econ.,

Reach for Skies 19* Physics, Statistic 25

Reader Rabbit 35* Studyware LSAT 37

Reader Rabbit 2 35* Syndicate 37*

Ready for Letter 35" Take a break X-Word29
Ready Set Read 29* Pinbair 29“
Readmg Adv in Oz 36 Task Force 1942 37*

Reading Comp 32 Admiral Edit 43*

Ready Set Read 29“ TemiinalOf 2029 39*

Realms olArcadia35* Tesserae 17*

Red Baron 39 Trmntr 2 Cybrehess 35
Mission Disk 17 Tetris Classic 31

Return Of Phantm 33“ Time Riders Amer. 35
Rex Nebular 37 Tony LaRussa Base.17
RingWortd 34“ Tony LaRussa II 37*

Robosports Wind 25" B^ansion Disk 19"

Rock A Bach Studo35* Top Class Series ea 1

6

Rodney Fun toeenSI Tornado 45“
Rome 29* Transartica 35*

Rule Engagment 239* Treasure Cove 35
Science Adventure 42 Treasur Math Storm 35
Scooter Magic Castl32 Treasure Mountain 35
Saable Delx 32 Treehouse 35
Seal Team 37* Tristan Pinball 29“

Weapn Luftwf 29* Turtxi Sconce 30
Tour of Duty ea. 20 Turtle Tools 69

Swen Cities Gold 38 Ultima 7 4^
Shadow President 39“ Forge of Virtue 1

7

Shadowlands 29* Ultima 7 Part 2 4i^
Sierra Action Five 25 Ultima Trilogy 37“

Sierra Award Winner4 7 Ultima Trikw 2 47*

Sierra Family Fun 32 Ultima Underworld 47*
Sierra Starter Bndl 39* Part 2 47“

Silent Service 2 19* Ultrabols 37*

Sim Ant 34* Uninvited Window 31“

Sim City 19“ U.S. Atlas DOS 31

Sim Ant French 35 Utopia 29“

Sim City Windows 34* V for Victory (ea) 42*

Sim Earth 39* Vegas Games 19*

Sim Qfe Dos/Wind 39“ Viruial Really St 2 59*

Sing a Long Wind 31* Vista Pro 73^

Snap Dragon 32 Vocabulary Devi 32
Snoopy Game Club 29 Wacky Funsters 19"

Siji'itajfe Window 29“ War in Gulf 29*

Solitaires Journey 35 Warrior of Legend 19“

Space Ace 2:Boti 36 Wayne Gretzky 3 35
Space Adventure 42 Whafs My Angle 30
Space Hulk 37* When2Wor1ds War35“
Space Quest 5 39* Where Crmn SanDiegp

Spaceward Ho 35" America Past 34*

Spear ol Destiny 39* Europe 30
Special Forces

Spectre

Spellbound
Spellcasting 301

Spell-il Plus

SpelUammer

Space
Time
USA
USA Deluxe

World Deluxe

Shp Compion .

.

25 Privateer 47*

25 Pro League Basebal35

39 Prophecy 25*

Course bisk ea 16 Prophecy of Shadw 38
386 Courses ea 19" Protoslar 39*

35* Airport Facty Loc 17 Lord of Rinas 2 37 Putt Putt Parade 32
in y-y.r,...,. -y-,

'jjst RIo Sheflock 41* Putt Putt Fun Pack 26

MIDI Software

65
..;;79:.

S'
flhyihm.Ace 6B

loshiba

Dbl Speed Ini 489*
Dbl Speed Ext 594*

Texcei America

3021 Internal 349
3024 Dbl Spd 395
3024 Business 769
3024 EducaBon 729
3024 MulUmeda9S9
5021 External 439
5024 Dbl Spd 499
5024Business 899
5024 Education 829
5024 Multimed1079

US Robolic Sportster

2400 Ini. 99*
14.4v.42bs 162*

w/S/RFax 183*
14.4 v.42bis Exl1B3“

w/S/RFax 213"

CHMachS 31

CHVrtjaf Pilot 65
CHVstual Pilot Pro 04
Elinwalix Game Cd26
Gravis Analog Pro 39
Gravis .%sbck 32
Gravis PC QamePad2i
Kraft KC3 Joystick 18
1^^ Thondersiick 26
Maxx Flight 'Vote .09

Maxx Pedal : 39
Qukkshot Game Cd14
Qulck^ot Warrior 18
Suncom Commandig*
Tbrustmaster Flight 69
FCS Pro 109
Game Card 29*
Weapons Control 79
ftjdaer Pedal 109
UPROM Chip 29^

wtech
Audio Slow 369
Pro 256 280
FYo Color Rus 529
RoVGA TV 459
Pro PC/ TV DOS 219
Pro PC^ Plus 339
ProVGAJTV-f 659
VideoSurge 659
VtdeoSuroe SVHS729

fV/GRX TV 269

Dust Covers
Grounded Wrist Slrap9

Keyboard Skins 15
Static Pads

Large- System 1

5

Wrist Pads 8

Stax (Oust Repellenl)5

Statx Cornplete

Cleaning System 15

37“ Wild ^ence Arcad35*
Sports Adventure 33 Ween:Prophecy 34*

Star Control 2 35“ Wing Comandr 2 47*

Star Trek 25th Anfv. 37 WoikJ Circuit 34“

StarTrek AudioClip34“ MPE Edition 44*
Next Generation 38* World Tour T0nnis32“

StarTrek Screen Sav37 X Wing 39*

Stickybr Math Tutor 30 Mission Disk 19“

Stic>7br Pre-School 30 YoW Spelling Trick29*

Stickybr Read Tutor 30 Your Deck 45"

Stid^ Spell Tutor 30 Your Prsnl Train SAT30
Storm AcrossEurp 38 Zodiac Signs 39*
Storybook Weav9r29* Zoo Keeper
Strike Commander45* Zug’s Selling Adv 22
Speech Disk 17 Adv of Eco Island 22

Stnp Poker 3 32 Dinosaur World 22
Data Disk fea) 1 7 Race Thru Space 22

] Randolph Ave. Rahway N.J.

TERMS AND CONDITIONS
Master Card, visa, American Express i

Discover Accepted. No Surcharge on
Credit Cards. By mail: P.O. Box 3,

Carteret, N.J. 07009. All Sales Are
Final. NO REFUNDS! Exchange on defective
merchandise with the same item only. No
exceptions. All Products are new from
manufacturer. All claims and guarantees
are from the manufacturer. Call for

current price and availability. GOVERMENT
AND saiooL P.O.'s WELCOMED. For your
protection, we will only ship to the
address the credit card corpany has on
file, therefore shipping to Ak., Hi.,

PR., P.O. Boxes, APO/FPO extra.
International orders call for shipping
charges. N.J. Resident add 6% sales tax.
20^ restocking fee for all refused items

.
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one a glimpse of mechanized warfare during

Operation Desert Storm. 'I'hc player con-

trols four tank units with a total of 16 vehi-

cles, attempting to turn Iraqi turrets into

Tiparillos. Bit-mapped VGA graphics are

not state-of-the-art, hut the sense ol urgency,

confusion and disorientation translates well

throughout the game. Players can equip their

M-1 Abrams, M-113 APC, M-2 Bradley or

M-901 'row launcher with four kinds of

ammo in preparation for 25 different mis-

sions—all more challenging than the actual

conflict. A good interface helps make che

game enjoyable and interesting, hut not

quite a direct hit. IBM {S49.95}. Circle

Reader Service #10.

Sierra On-Line, Inc.

PO Box 485
Coarsegold, CA 936 1

4

(209) 683-4468

D\UR/\ BOW IN d’HE DAGGLR OF
AMON RA: The latest of Sierra’s conver-

sions to CD-ROM has made its appearance,

allowing Ms. Bow to "speak her piece" (in

southern belle fashion), along witli the rest

of the roaring 20’s cast. As with previous

Sierra CD conversions, digitized speech has

replaced the on-screen text for eacli character

and for the narrator (puzzles remain un-

changed). Ideally, adding voices should in-

crease the difficulty of play (as clues are no

longer as obvious without the text displayed

on screen) and add emotion to game play

that cannot be conveyed in written text

alone. The emotive factor, though, is only

effective when the vocal acting is sulflcienrly

realistic and believable. Phis is where Sierra

has been weak thus far. Overall, the quality

of the vocals in The Dagger of/hnon Ih are

adequate. However, it does suffer from vocal

talent which is inferior to the CD version of

Space Quest IV, Sierra's previous CD-ROM
release. IBM {S69.95). Circle Reader Ser\4ce

# 11 .

Sir-Tcch Software

PO Box 245
Ogdensburg, NY 13669

(315)393-6633

REALMS OF ARKANIA: Meat and pota-

toes role-players might get their fill from this

hearty CRPG based upon a best-selling Ger-

man “people and paper” system. The char-

acter attribute system is rich and original,

offering 12 character “archetypes,” over 50

skills with actual uses in the adventure and,

interestingly, negative attributes, like super-

stition. greed and phobias. Playing Realms of
ArkanUi in either a Novice or an Experienced

motle, players will see the realm from several

different perspectives: an overhead map for

long-distance travel; a first person view in

dungeons and towns; and a third person,

3-D isometric view in combat mode (a la

Darklands). Detailed and occasionally fresh.

Laura 13ow In The Dagger Of Ainon RA

Tiles And Trilnilalions

Fligli Command

its only fault might be an awkward inter-

lace and mediocre graphics. IBM
(559.95). Circle Reader fiervice #12.

Star Graphics Corp.

1800 SWlstAve., Suite 545
Portland, OR 97201-9942

(800) 831-7611

A COLLECTION OF CLASSIC
GAMES: Windows gamers can now lay

their hands on another entertainment

pack, this one from Star Giaphics, which

includes three games, two screen

savers and a collection of Windows wallpa-

per. Of course, the games ai'e the main

feature of this collection. Beleaguered Castle

is a version ol Solitaire 'n^ which the player

builds castles comprised of a pile or cards

topped by a king. While the cards are face

up for play, moving all cards of a like suit

onto the corresponding center piles, in

order from ace to king, is not as easy as it

appears. Morris, based on an ancient Eng-

lish board game, challenges the player to

strategically place tokens on a board in

“mills” of three pieces in a row. Complet-

ing a mill allows the player to remove an

opponent’s piece from the board. When a

player is down ro two pieces or is blocked

from further moves, the game is over. The
last game in this set is ba.sed on geometric

shapes. Patterns, compiLsed of the two puz-

zles Tnngrams and Plates of Wisdom, re-

quires players to move puzzle pieces into

special geometric patterns. Overall, play in

these games from Star Grajihics is enter-

taining, even though the graphics are just

average, 'fhose wanting some simple Win-

dows diversions to delve into between

times of productivity may find Classic

CamesTi. logical choice. IBM with Windows

(534.99). Circle Reader Sendee #13.

1 echnological Computer Innovations

255 North Cherrj'wood Dr.

Lafayette, CO 80026-2726

(303) 673-9046

TILES AND TRIBULA'FIONS; A
combination of action and strategy, TCI’s
Tiles and Tribulations gives the Windoius

gamer the chance to stack colored tiles to

his or her heart’s content, at least until

sufficient errors make further progress im-

possible. fhe goal of this simple, yet tricky,

game is to catch falling tiles with a key-

board-controlled paddle, and then drop

them into the tile bin at the bottom of the

screen. This bin, a 5x5 matrix that holds

25 tiles at a time, is where the player must
stack the falling tiles in vertical, horizontal

and diagonal patterns of same-colored

tiles. When a pattern is completed, tiles in

the pattern disappear, freeing up room for

additional patterns. 'Files drojaped into the

bin in a random fashion will fill up the bin

/.?cS' Cumpiaer Geimiiig World
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Electronic Innovative Design
768 Two Mile Parkway
Goodlettsville,Tn. 37072

Phone: l-(615)-972-8085«Fax: l-(615)-851-6098

Circle Reader Service if52



and end the game. Each level, of the 50

provided, in this fun little title has a unique

goal that must be solved before the player can

advance to higher levels. IBM with Windows

(S21.95). Circle Reader Service #14.

Three-Sixty Pacific

2105 South Bascom Ave., Suite 165

Campbell, CA 95008

(800) 653-1360

HIGH COMMAND: l.ikc Three-Sixty’s

VFor h/VttJjy series, thi.sgame feels very much
like a classic hoardgame on a computer, and

has been compared with such all-time

boardgame favorites as Avalon Hill’s Third

Reich. As the head of either the Axis or the

Allies, players will be commanding combat
forces, managing production plus research

and development, doling out foreign aid,

and allocating resources. Detailed and inod-

cratcly complex. High Commandmay be less

a game than a way of life. Fortunately, the

game oflers five tutorials of gi'aduatcd com-
plexity to get new players up to .speed and on

the road to victory. Originally released by

Colorado Computer Creations, the game
has been given an SVGA face-lift and a mi-

nor tune up by Three-Sixty. IBM ($59.95).

Circle Reader Service #1 5.

Villa Crespo Software

1725 McGovern St.

Highland Park, IL 60035

(708) 433-0500

HEARTS: Volume 'Twenty 0}ie\w the Cof-

fee Break Scries, Hearts, is another one of

Villa Crespo Software’s fine, affordable pro-

grams. Offering major .sound card support

and graphics from CGA through SVGA,
Hearts (\c-As out some traditional fiunily fun

in a competent, though simple package. Six

opponents ofvarying skill and strategy levels

provide the player with ample challenge. The
easy to use interface supports both mouse
and keyboard. Rounding out this offering is

an on-line help feature and complete statis-

tical records. IBM ($12.95). Circle Reader

Service #16.

RUCKUS POKER: While not quite deliv-

ering the promised “toughest poker players

you’ve ever met,” this Coffee Break Series

poker game is no slouch when it comes to

knowing when to hold ’em and... well, evc-

r)'one knows the rest. Five-handed games are

filled with players from among the eight

different artificial opponents (each with their

own style of chat balloon dialogue) and the

four games that can be dealt include 5 and 7
Card Stud, Hold ’em and Chicago. Typical

of Villa Crespo, there arc quality statistical

analysis functions and an on-line tutor for

Hearts

Thinkcross

Spiritual Warfare

betting advice. IBM ($12.95). Circle

Reader Service #17.

RUCKUS ROULETTE: This little rou-

lette simulation from Villa Crespo Soft-

ware offers the player the opportunity to

“place their bets” in a financially non-

threatening atmosphere, one without risk

to their bank accounts (save the cost of the

game). Though it does not live up to the

traditional marketing hype emblazoned on
the outside of the box Ruchis Roulette

recreates all the excitement of this popular

casino game”), it nonetheless docs offer the

player an opportunity to learn and/or play

roulette without losing face, money or a

spouse. Ruckus Roidette allows the “gam-
bler” to test out different betting strategies

and ply his hand against up to four com-
puter controlled players. Of course, long-

term statistics are just a help key away.

Supported hardware includes EGA/VGA
graphic cards and Sound Blaster compat-

ible sound boards. IBM ($12.95). Circle

Reader Service #18.

THINKCROSS: A puzzle game from a

classic mold, 'ThinkC?vss\'\zs players trying

to eliminate various shapes from the screen

by crashing like shapes into each other.

Naturally, gravity is a core element, but

there are plenty of obstacles including

bridges, elevators and crumbling floors to

keep it from being easy. Of course, ever)'

level is progressively harder, but passwords

will take players back to the last uncom-
pleted level. IBM ($12.95). Circle Reader

Sci'vice#19.

Wisdom Tree

2700 E. Imperial Hwy., Bldg. A
Brea, CA 92621

(800) 772-4253

SPIRITUAL WARFARE: Those who
would rather convert their enemies than

kill them may wish to join the army of the

Lord in a game ofSpiritual Warfare, pitting

the believer against the forces of evil in a

modern day setting. Newly released from

Wisdom Tree, this title offers the gamer a

chance to test both their faith and joystick

prowess in a Nintendo-esque world. De-
signed for players ages 8 and up. Spiritual

combines action gaming (from a

top-down perspective) and Bible quizzing

in a single package. Familiar gospel music

plays in the background as the player trav-

erses twelve distinct territories and answers

250 Bible questions. Converting enemies

to the faith and correctly answering Bible

trivia questions serve to restore the player’s

waning health. In addition, unlike many
action games, progress can be saved at any

time. IBM ($39.95). Circle Reader Service

#20. CGW
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COMIPLITER GAIVIIIVE WORLD
HALL OF FAIVIE

The games in Computer Gaming World's Hall of Fame have been highly rated by our
readers over time. They have been rated for their impact on the computer gamine hobby
during their peak period of influence and acceptance by our readership. Note that tne dates

listed for each game are the copyright dates and may precede the actual release dates.

Specific formats listed are those which CGW^has in its possession.

The Bard’s Tale (Electronic Arts, 1985)
Many Formats

Chessmaster (Software Toolworks, 1986}
Many Formats

Civilization (MicroProse, 1991)
Amiga, IBM, Macintosh

Dungeon Master (FTL Software, 1987)
Amiga, Atari ST, IBM

Earl Weaver Baseball (Electronic Arts, 1986)
Amiga, IBM, Macintosh

Empire (Interstel, 1978)
Amiga, Atari ST, C-64, IBM

F-I9 Stealth Fighter (MicroProse, 1988)
IBM

Gettysburg: The Turning Point (Strate^c Simulations, Inc., 1986)
Amiga, Apple, C-64. IBM

Gunship (MicroProse, 1989)
Amiga, 0-64, IBM

Harpoon (Three-Sixty Pacific, 1989)
Amiga, IBM, Macintosh

Kampfy-nppe (Strategic Simulations, Inc., 1985)
Many Formats

King's Qitest V (Sierra On-Line, 1990)
Amiga, IBM

M-1 Tank Platoon (MicroProse, 1989)
Amiga, IBM

Mech Brigade (Strategic Simulations, Inc., 1985)
Many Formats

Might dr Magic (Neto World Computing 1986)
Apple. C-64, IBM, Macintosh

M.U.L.E. (Electronic Arts, 1983)
Atari 8-bit, C-64

Pirates (MicroProse, 1987)
Many Formats

Railroad Tycoon (MicroProse, 1990)
Amiga, IBM, Macintosh

SimCity (Maxis, 1987)
Many Formats

Starjlight (Electronic Arts, 1986)
Amiga, C-64, IBM, Sega

Their Finest Hour (LucasArts, 1989)
Amiga, Atari ST, IBM

Ultima HI (Orign, 1983)
Apple, Atari ST, C-64, IBM

Ultima IV (Origin, 1985)
Amiga. Apple, Atari ST, IBM

Ultima VI (Origin, 1990)
Amiga, IBM

War in Russia (Strategic Simulations, Inc., 1984)
Apple

Wasteland (Interplay, 1986)
Apple. C-64, IBM

Wing Commander (Orign, 1991)
IBM, Sega

Wizardry (Sir-Tech Software, 1981)
Many Formats

Zork (Infocom, 1981}
Many Formats

Mecli Brigade

Strategic Simulations, Inc., 1985

Many Formats

Mech Brigade built on the lessons

learned in publishing the World War
II tactical armored combat game,
Kampfgruppe, and even corrected rhe

most oft-cited problem in its predeces-

sor, the stacking problem. Mech
Brigade featured modern armored war-

fare, but never quite gained the popu-
larity of its predecessor. Since CGWs
readers consistently rated Mech
Brigade highly (though not as highly

as Kampfgruppe) and it had improved

the system beyond Kampfg)-uppe'

s

orig-

inal level, CGW made it one of the

original inductees into the Hall of
Fame.

Might & Magic

New World Computing, 1986

Apple, C-64, IBM, Macintosh

Might caught the fancy of

role-players everywhere because it

offered a new look (i.e. the walls in

various mazes had a distinctive three-

dimensional look as one explored the

dungeons), a prolific amount of com-
bat encounters, and one of the largest

maps to that point in a CRPG.
Designed by a gamer, Jon Van
Caneghem, for gamers, the emphasis

of the series lias always been on tacti-

cal success to reach a strategic goal.

September 1993
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m PC Research
Hits List

of Tap-Selling Software
May, 1993

Rank
1 .

2 .

3.

4.

5.

6 .

7.

8 .

9.

10 .

11 .

12 .

13.

14.

15.

16.

17.

18.

19.

20 .

Rank
1.

2 .

3.

4.

5.

Title and Source I

X-Wing (LucasArts)

Seventh Gue.st (Virgin)

Strike Commander (Origin)

Wolfcnstcin 3-lVSpcar of De.stiny (Formgen)

AD&il") Eye of the Beholder (Strategic Simulations)

Ulcrabors (Electronic Arts)

Commanche: Maximum Overkill (NovaLogic)

Links - Banff Springs (Access)

Links - 386 Pro (Access)

Hardball ill (Accolade)

Tony Larussa Baseball II (Strategic Simulations)

Alone in the Dark (Interplay)

iTcddy Pharkas, Frontier Pharmacist (Sierra On-Line)

Wing Commander (Origin)

Empire Deluxe (New World Computing)

El Fish (Maxis)

Star Trek 25th Anniversary (Interplay)

F- 1 9 Stealth Fighter (MicroProsc)

Sim City (Maxis)

AD&D Unlimited Adventures (Strategic Simulations)

Title and Source
'

688 Attack Sub (Electronic Arts)

Shadow of the Beast (Psygnosis) •

Legend of Kyrandia (Virgin)

Overlord (Virgin)

AD&D Gateway to Savage Frontier {Strategic Simulations)

Rank Title and Source*
. ^ .

1. Prince of Persia (Broderbund)

2. King’s Quest VI (Sierra On-l.ine)

3. King’s Quest V/Red Baron Bundle (Sierra On-Line)

4. Microsoft Flight Simulator (Microsoft)

5. Ixrmmings (Psygnosis)

Rank Title and Source I

1. 7rh Guest (Virgin Games) .

2. MPC Wizard (Aris EntcrtainmentF:’^|^

3. Compton’s Encyclopedia Upgrade

(Compton's New Media) .

4. Key Clipniaster Pro (SofiKcy)
^ ‘

5. Street Atla-s U.S.A. (Delorme)

6. Cincmania (Microsoft)

7. Lightning (Lucid)

8. Corel Arc Show (Corel)

9. Key Fonts Pro (Softkey)

10. CD Speedway (Bloc)

This list is based on units sold by .Snt'tw.ifc Ktc.. Babbages. Waldensoftware and Electronics

Boutique. For more information, please amiact PC Research ar (703) 435-1025.

What You’ve Been
Playing Lately

Every month our mailbox bulges with hundreds of Reader Input Cards

from our most loyal and outspoken readers. Over the years we’ve found

these cards to be an invaluable source of feedback. Within 1 0 days of

releasing our latest issue we can expect to see cards pouring in with sug-

gestions, encouragements, tirades and many good laughs, in addition to

the data for our 1 op 100 poll. Through your efforts, we know exactly

where we stand with our rcader.s (you don’t mince words!), and we are

treated to wcll-articulatcd opinions on anything and everything related

to gaming. This column is a forum for these responses and for the

results orour “Playing Lately?” query on the Reader Input Card.

Thanks for taking the time to fill them out ... keep 'em coming!

X-wing (LucasArts)

Civilization (MicroProse)

Strike Commander (Origin)

Ultima 7.5: Serpent’s Isle (Origin)

Empire Deluxe (New World)

World Circuit (MicroProse)

Might & Magic: Darkside ofXeen (New World)

The 7th Guest (Virgin)

V For Victory: Market Garden (Three-Sixty)

Wolfenstein 3-D/Spear of Destiny (id Software)

ecommend
“For all its simplicity, Spaceward Ho! is great. It doesn’t bog

down with large empires, and we love the multi-player capabili-

ty. Gangs of fun!

X-wing suffers from too much puzzle-solving and requires inhu-

man reflexes to proceed. It’s beautiful, but frustrating. Not fun.”

- D. Zimmerman, Herndon, VA
“Outstanding! Star Control II is the best balanced and all-

around fun game I’ve played in years. Even the final credits are

entertaining (a la Monty Python and the Holy Grail).”

- J. Shaffer, Silver Spring, MD
“I recently had the chance to play Protostar from Tsunami. It

has the poorest play quality for any game I’ve played in months.

The graphics were good but the content was thin and poorly

organized, and the documentation was the worst I’ve seen.”

- M. Smith, Verona, MS
“Super job on Pacific War! Mr. Grigsby has outdone himself

this time. By harnessing the capabilities of the computer he has

taken a monster the likes of SPFs War in the Pacific and turned

it into a playable dream. Although the computer opponent does

strange things - like raiding Raboul in ‘42 with only 2 CVs! A
few things are missing which do distort things - for instance

refit/shipyard work, size of port limiting the number of ships,

and the ability for heavily damaged ships to limp a long way
home. Overall, job well done!

- E. Booth, Harker Heights, TX
“Publishers who continually raise the ante on hardware with

every release are really after the high-end, well-heeled user. So I

suggest marketing these games with gold fringe on the boxes,

vel^t disk sleeves, Biscotti Regina enclosed for munching dur-

ing installation, and framable certificates of ownership.”

- C. Dodge, Corona del Mar, CA
“QQP has mastered the art of creating addictive computer strat-

egy games with unlimited re-playability. Too bad the sound

support sucks roclcs.”

- B. Rosado, Cresrwood, N.Y.
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The Patch File

Computer game programs have grown so massive and the

number of possible configurations has become so huge chat

incompatibilities and glitches seem to be breeding at an

exponential rate. Consumers and publishers are both frustrated at

the need for adding patches into “buggy” programs, but they seem
to be an interim solution that is going to be with the hobby for a

while (presumably, until a standard platform configuration is

agreed upon). So, until the golden age of standardized platforms

and bug-free programs, Computer Gaming World vj\\\ publish a reg-

ular list of rhe latest updates ofwhich we are aware.

These patches can usually be downloaded from most major net-

works (e.g., CompuServe or GEnie), but can also be obtained from
individual software publisher’s own BBSs or direct from the pub-
lisher with proof of purchase. We continue to urge publishers to

keep us updated on the latest versions/parches to their games,

indicates new files)

Aces of the Pacific 1946 Add-On Disk Update: Single Missions will now
be saved correctly, and several fixes have been made to Career Pilots,

including the elimination of known Shell System Errors. 3/10/93.

Air Bucks Version 1.2: A major overhaul of the original airline strategy

game. 4/17/93

’* Ambush At Sorinor Version 1.02: Adds a speed control option for fast

machines, replaces several bad mission descriptions, and fixes the AI for

VIPs and escorts. 6/17/93

Ancient Art ofWar in the Skies Update: Version 02 of the game. 3/01/93

Battles of Destiny VI. 1 Patch; Enhancements and bug fixes include:

Patrol Mode, Map Editor, and two player modem enhancements. 5/06/93

Buzz Aldrin Race Into Space Update: Fixes the “screen blackout” bug and

adds an Undo button to the Purcha.se screen. 5/04/93

'* Caesar Patch: Allows players to use Impressions’ game with disk com-
pression utilities, and corrects the “culture” problem. 5/19/93

Darklands Version 07 Update: Latest version of MicroProse’s RPG.
3/05/93

Dune U Patch File: Fixes problems with the delivery of items from

CHOAM. 4/18/93

Empire Deluxe Version 3.1: This new version makes a myriad of feature

changes and bug fixes to Version 3.0. 4/30/93

FI 5 Strike Eagle III Version 3 Update: Corrects minor errors in earlier

versions. 4/25/93

Harpoon Version 1.32A Upgrade: Makes changes to the Harpoon game
system. 5/18/93

Indiana Jones/Atlantis Mac Patch: Corrects the “desert balloon” crash bug

in the Mac vension. 4/15/93

Indiana jones/Atlantis 486 Patch: Allows one to play the game on a 486
without color problems or errors. 5/26/93

Jordan in Flight SVGA Patch: Allows owners of Diamond Stealth,

Diamond Stealth 24 and Orchid Fahrenheir 1280 Plus video cards to run

the game in SVGA. 5/21/93

Jump Jet Update: Corrects the joystick problems some players are

reporting and some ocher compatibility problems. 5/ 1 8/93

Links 386 Pro Update Version 1.09: Includes new drivers for specific

video cards, a new Sound Blaster Pro 16 driver, and fixes the Harbour
Town Hole 14 lockup. 3/3/93

Magic Candle III Version 1.16: Fixes problems with Sound Blaster sup-

port, mirror of honesty/candlewick problems, difficulties with tranferred

characters from MC2, and other minor glitches. 2/17/93

Mantis Update (IBM): Adds new features and improves gameplay. For

disk-based version only. 3/01/93

Pacific War VI. I Upgrade: The “official” SSI upgrade to Garj’ Grigsby’s

Pacific War. 4/18/93
** Realms of Arkania Disk 3 Fix: The first print run of this game was

missing some data from disk 3. You only need this file if your BLADE
director)' has 48 files and 3,030,380 bytes in it. 6/23/93

Space Quest 5 Patch: Corrects the following: (1) Inability to Restore or

Quit after running out of time on WD-40’s .ship. (2) Inability to skip pol-

i.shing the Star Con crest in EGA mode. (3) Loss of cursor when Roger

steps off the log which spans the river on Kiz Urazgubi. 2/26/93

Sumpter to Appomattox Update: Fixes the “Build” routine and eliminates

the memor)’ error that some gamers were having. 3/13/93

The Seventh Guest Fix: Corrects incompatibility problems with some
video cards, motherboards, and sound cards. 5/06/93

Tom Landry Football V. 1.03 Update (IBM & Mac): Corrects problems
with high-.speed modem play. 3/06/93

Tony LaRussa II Patch: Fixes bugs in SSI’s baseball simulation. 5/21/93

Ultima VH Version 3.4: Lord British fixes some minor leaks in the roof of
Castle Britannia. Updates from Version 3.0 to 3.4. 2/17/93

Ultima Underworld II Patch: Fixes the “strike” problem, local bus diffi-

culties, and a few others. 2/24/93

Unlimited Adventures Version 1.1 Patch: In addition to new files for the

software, this file contains a supplement to the game’s manual. 5/21/93

Unlimited Adventures Design Guide Supplement: A Technical Manual
for Adventure Design by Scott Gries ana MicroMagic, Inc. The official

manual supplement. 5/20/93

Wilson Pro Staff Golf Update: Corrects mouse driver problems and errors

where incorrect driving clubs were selected for certain ranges. 4/21/93

World Circuit Modem Update VI.05: Corrects problems with 2400 baud
modems. 4/08/93

X-win^ I/O Soundcard Patch: Allows I/O port settings of 210-260.

X-wing Roland Sound Patch: Fixes crash bugs associated with the Roland
soundcard on 486 machines. 4/15/93

The PRODIGY Weekly Top Ten

Computer Gaming World is Prodigy’s on-line games expert. Look for

us in their Game Center, a forum where users read articles posted on-

line by CeWand exchange messages on the bulletin boards (we can

be reached there at EXPT 40B). The Prodigy Game Poll is run by

Prodigy Ixiscd on a list of games provided by CCU^and is updated

weekly. Note iliac it is not a cumulative rating over time (like the

CCVl^To]! 100 Poll). Instead, the Prodigy Game Poll is a weekly
"Snapslun" of game popularity with gamers rating their favorites on a

1-10 scale. Tlie liighesr total point earners make their Top 10. We
provide this data to our readers as another barometer of "whar's hor”

in computer gaming.
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S
ometimes, things can be going too per-

fectly. I was out near Black’s Beach so I

could catch a left-breaking wave, goofy

foot and all. I did a rock dance at low-tide in

order to paddle out, and 1 found myself sit-

ting out at the lineup with-nearly every other

surfer in Southern California on such a beau-

tiful day. We kept waiting for a killer wave,

just like my readers who keep waiting for

Hero Software’s Champions to ship. Fortu-

nately, I had some tentatively good news for

them. 1 had just that day booted HcroMaher,

the direct sale version of their Champio)is

character generator. People and paper role-

players can use their computers to create and

print out their characters without having to

leaf through and double check all of those

rules in the hardbound book. It’s a good sign.

Now, maybe tiiey’ll get the adventure/story

into the computer game and we’ll see that

long-awaited jewel. At least us frustrated su-

perhero types now have something to do with

our computers.

^TOURIPGAHEs
• Top Prices Paid

• Convert titles you’ve beaten

or grown tired of to CASH or

trade credit (20% more)!

• IBM- AMIGA -C64

• Call or send list

940 4th Ave #222 Huntington WV 25701

1-800-638-1123

The Rumor Bag

b\j Duke "Baggy"

Speaking of hero makers, the killer wave I

was about to catch was enough to clean up

everybody else, but I managed to get really

barrelled and catch enough green room time

to get a few hoots from the lineup. That is, of

course, before I stalled out just enough for the

wave to crash over the top of me and hammer
me like a Charles Barkley dunk. Man, did I

get drilled! 1 dare you to try to think about

rumors, even Accolade signing a licensing

agreement with a guy like Sir Charles, when
you’re getting 300 pounds per square inch of

water up your nose.

When my head surficcd, 1 had so much salt

and sand in my eyes that the whole beach

looked likea planctscape from anorhcrworld.

The whole scene reminded me that Mallard

Software, the folks that create those cool

scenery disks for Microsoft's Flight Simulator

5, is working on another product. This one is

called Space Clipper and it’s based on the

Delta Clipper being developed by McDon-
nell Douglas (the next generation space shut-

tle). Not only has Mallard developed Space

Clipper \Q be a simulation, bur they are add-

ing adventure game elements, as well.

As I paddled back out to the lineup, I

overheard a couple of guys arguing about

Wolfenstein 3D. One guy .said it was proof of

the computer’s superiority over the Super

Nintendo system. He insisted that they

couldn’t possibly put their 3-D engine on a

SNES without that FX chip and, even then,

it would be doubtful. I chuckled. Even Nin-

tendo had thought Id Software would need

the FX chip to get their game going on the

SNES, but Id didn’t need it. It runs as pretty

as you please without it. Of course, they had

to get rid ofthe Nazi logos, SS men and attack

dogs (which are now giant rats), but the

gamers are still fighting a master society and

trying to break free.

Then, a streak ofbad luck hit. Even though

I’d managed to catch rhegnarlicst waveofthe

day (for all too short a time), 1 found myself

paddling from peak to peak at just the wrong

time. I’d leave one spot aiul a great wave

would crash through. I’d go back and end up

waiting endlessly. It was sort of like waiting

for the wave of monster robot games to hit.

Activision is supposed to release follow-up

products to MechWarrior n \n the first quar-

ter of ’94 and then unleash A'lechWarrior HI
near the second half of the year. Meanwhile,

Dynamix will bring their MetalTech to

the parry in the first quarter of ’94, as well.

As I waited, the swells provided a gentle

undulation that nearly rocked me to sleep.

Before it coidd, though, the vibration re-

minded me that I had forgotten to write

anything about Logitech’s soon-to-be-re-

leased Cyberman peripheral. The input device

is almost-AU affordable flying mouse in that it

will allow the gamer to control pitch and yaw
in a third dimension, as well as standard

directional movement. CRFGers should like

it because it gives vibrational feedback when-

ever one’s on-screen character gets hit by a

weapon or jostles against a physical barrier.

1 ogitccli’s Cyht'rM.iii liipul Devity

So, 1 resolved to catch the next big wave,

whether it was the one I really wanted or not.

Unfortunately, 1 mi.s.sed it worse than Micro-

Prose is going to miss their original release

date for Sid Adder’s Civil War (he’s concen-

trating on CPU Hach^ox the 3DO system and

the civil war game won’t ship until 1994).

Then, on my next try, 1 misjudged my take-

offand went over the falls. I did about six feet

of free-fall and got sucked back up into the

rinse cycle. Talk about getting hammered
(and I don’t mean from booze), I was ex-

hausted when 1 draggetl myself to the shore.

So exhausted, in fact, that I failed to see or

feel the cuddly beach bunny tuck a note into

the sleeve of my wet suit. The note said that

Avalon Hill might be working with an expe-

rienced computer wargame design team to

program their Computer Advanced Squad

Leader. It also said to meet her at the usual

place. I guess I wasn’t exhausted, cgw
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Actual screens may vary.

iSBRIGIN

Metamorphosis is the Shadowcaster’s Strength. .

.

Arid his Achilles’ Heel.

s the Shadowcaster, you take on many forms in

the battle for survival. You're the resourceful

human adventurer, the fierce, six-limbed cat, the

versatile, flying dragon and others.

But change comes at a price. In one form, you're quick and
agile, but small and fragile. In another, you're a nearly inde-

structible giant, but ponderous and slow. You alter shapes at

will - and each form unleashes new powers and reveals new
vulnerabilities.

The pace never falters in Shadowcaster, the unique new point-of-

view action adventure from ORIGIN. You race through corridors

lined with pulsing lights, and into chambers covered with sculpted

faces in this smooth-scrolling, fun-filled odyssey.

You discover magic, but you won't need to mix reagents or

memorize spells. You weave your way through dungeons, caverns,

castles and caves, but you won't have time to linger - the powerful

and wicked lurk at every turn, just waiting for the chance to draw

first blood. In the final battle, you challenge a being with powers

that match (or surpass!) your own — and the irresistable force meets

the immovable object.

An Electronic Arts^ Company

. X. c- i.
©Copyright 1993 ORIGIN Systems, Inc. Shadowcaster is

Designed by Raven™ Software trademark of origin Systems, Inc. Raven is a trademark

Raven Software. Origin and We create worlds are register!

trademarks of ORIGIN Systems, Inc. Electronic Arts is a regi

tcred trademark of Electronic Arts. _
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